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...new Atari’Gravitar... blasting off to new worlds... new profits. 


From 

ATARI MIS- 

| ‘TROL: Gravitar. . . 

| _ all new video game 

| launched from Atari 
Visioneering just in time 
...@xciting 1 or 2 player 
super space challenge!.. . 
The Gravitar mission: travel to 
alien solar systems and plan- 
| ets... .destroy enemy bunkers 

| and hostile spacecraft .. . gather 
fuel units to continue journey 

' _.... Your Mission: gather extra 
| 

| 
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profits units . . . Features: Atari 
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~ Quadra- 
Scan™ Color 
display. . . 
zoom" closeup 
viewing of planet 
terrain. . . “Super 
Bonus’”’ scoring levels 
.. .operator-adjustable 
for 3, 4, 5 or 6 player lives, 
roe Easy or Hard game 
~ difficulty, 4 bonus levels. 
Your Atari Distributor 
has specs... Atari, 
Inc., 790 Sycamore 
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Drive, P.O. Box 906, ATARI 
Milpitas, CA 95035. 
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Atari, the first decade. »<« The creation of an industry. 
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PHONOGRAPHS 


ARCADE DESIGN 


8,000 SQ. FT. SHOWROOM DISPLAYS. 
ALL CURRENT EQUIPMENT FROM LEADING FACTORIES. 


WHEN YOU CAN'T FIND WHAT YOU'RE LOOKING FOR, 
YOU HAVEN'T CALLED BENSAR. 


P.O. Box 47 Toll Free (Outside Ohio): 
200 Market Street 1-800-543-0368 

New Richmond, Ohio 45157 International TWX: 

(513) 553-2672 (810) 460-2875 
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LEADERS SERVING OPERATORS IN THE INDUSTRY 
FOR NEW & USED EQUIPMENT. 


FULL LINE DISTRIBUTORS: SALES e SERVICE e PARTS 
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ALSO A FULL ARCADE COORDINATING DEPARTMENT 


Helps in all areas of game selection, room decor and management & technical training. 
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UP FRONT 


Back during the beginning of the year, the Play 
Meter office was literally being inundated by reports 
nationwide concerning the attempts by numerous 
local authorities to ban or limit the operation of coin- 
operated video games. 

Overly concerned parents and misinformed 
public officials were up in arms against video games. It 
got to a point where video games were being biiled in 
the national media as the new corruptet of our nation’s 
youth. As time went on, the public outcry against video 
games had nearly reached epidemic proportions. ft 
was indeed a very bleak time for this industry as the 
anti-video game movement proved the biggest single 
threat to its future. 

| must admit that | was worried. | was worried as to 
how the industry would weather the storm this time 
around. Would we run and hide, or would we stand up 
and fight? 

Today, | am pleased to say that we as an industry 
have engaged the “enemy” gallantly and honorably 
and are in the process of winning the war. It is far from 
being over, and the end is nowhere in sight. But from 
the reports we have been getting, we're starting to 
score some significant victories nationwide. 

The credit doesn’t go to any one person or organi- 
zation but to the industry as a whole. And it just goes to 
show what this industry can accomplish when we all 
work together. This major industry problem was taken 
on by the joint cooperation of our three national asso- 
ciations, a host of state associations, local groups of 
operators, and individual operators too numerous to 
mention. 


This was a problem that concerned everyone, and 
everyone who was concerned got involved. The results 
so far have been extremely encouraging. The outlook 
for the future is a lot brighter, but as | mentioned 
earlier, the war is far from over. 

There was a time when you could go it alone in this 
business. That’s hardly true today. The need for more 
state and local associations is greater than it has ever 
been. If there ever was a time to tighten our ranks, the 
time is now. 

If you are not amember of the AMOA, | urge you 
to join. If you are fortunate enough to be in a state that 
has a state association, you should be a member. 
Contact all the other operators in your area and form 
your own local organization. The whole idea is to get 
involved with others just like yourself who are faced 
with the very same problems you are faced with. 

And if there is strength in numbers, the more of 
you that get together and get involved, the more 
successful you are going to be in achieving your goals. 
The key word here is involvement. Don't just join, get 


involved. 
LA 


Ralph C. Lally 
Editor and Publisher 
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LOWEST CASH PRICES IN THE INDUSTRY 
Call: 
Jack Schleicher, General Manager 
Claudia Wilson, Sales Manager 
Fran Lutterbie, Sales 
Joe Westerhaus, President 
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DISTRIBUTING CORP. 


1210 Glendale-Milford Rd. Cincinnati, Ohio 45215 
513/771-4250 
CALL TOLL-FREE 


(USA) 800/543-4250 
(Ohio) 800/582-2699 


SPEED UP 
COLLECTION 
TIME BY 40% 


® Reduce the collector’s work. With no time wasted 
counting quarters, he can cut collection time by 40%. 


@ Gain more than just a count. The receipts show the 
machine’s serial number, the date and time of the col- 
lection—as well as the amount of money in the cash- 
box. 


eEnlarge the possible ways of doing business. For 
example, by keeping the cash and mailing a check, 
you have additional short-term capital for 2-3 weeks; 
or, by giving the keys to trusted locations, your 
collector can interrogate the machine and have the 
location give him a check on the spot. 


®Gain the confidence of location owners, especially 
those large chains that demand total accountability. 
Prospective new accounts will be impressed with your 
professional sales presentation. 


Also available: The TT-7 with 14-character 
Alpha-numeric reprogrammable identification code. 


Call or write us for details. 


The ITS system includes the 
installation of an electronic totalizer 
in each machine which transmits 
collection data through a beam of 
light to the ITS microprinter. 


With this, collections are as simple as 
Tidy 3: 
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Step One 


“Interrogate” the machine. ITS Microprinter 
can print two receipts. 


gs® 
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Step Two 


Empty the cashbox and put one receipt in 
the bag. 


Step Three 


Hand the second receipt to the location 
owner. Your collector takes all the cash. 


You owe it to your business to find out more. : Please send me more information on your ITS 
cash accountability system. 


INTERNATIONAL ane 
TOTALIZING compan 
SYSTEMS, INC.» 


| operate 


State _____ Zip 


O under 250 machines 


1244 Chesnut Street : O 250-500 machines 0 500-1,000 machines 


Newton Upper Falls, Mass. 02164 


0 over 1,000 machines 


(617) 332-4400 Peer ae ne me 
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Letters to 
the editor... 


Remembering industry 
leaders 


Reading Millie McCarthy’s letter 
(Play Meter, Aug. 1, pg. 7) regarding 
ASCAP and “Who do you know in 
Congress?” reminds me of another 
industry veteran whose great contri- 
butions have not been sufficiently 
documented. 

We should not forget J. Cameron 
(Jack) Gordon who, when president of 
the Seeburg Corp., formed COPPS, 
the Coin Operators Phonograph 
Performance Society. 

Utilizing music copyrights under his 
control, he told operators that if 
ASCAP cut off phonograph records 
for use on their coin phonographs, 
Seeburg would make its music avail- 
able on records to keep the operator in 
business with new records. 

Matter of fact, the many copyrights 
under Seeburg control and the actual 
phonograph records that the firm did 
issue undoubtedly caused the per- 
forming rights societies from pursuing 
their original course to extract license 
fees from the operators and delayed 
their activities for an extended period. 

Like her and Jack, the industry 
needs, always, those who are willing to 
take positive action personally for the 
benefit of all. 

Frank Luppino Jr. 
Director, Corporate 
Special Projects, 

Beverage World Magazine 
Glenview, IIl. 


Hors d'oeuvres, entrees 


I cannot agree with Mr. Jack 
Guarnieri of Brooklyn, N.Y. that 
home games will hurt the commercial 


PLAY METER, November 1, 1982 


model games in locations and arcades 
(See Play Meter, Aug. 1, p. 7). 

First, the home games are a thin, 
weak substitute for the variety and 
appeal of the games in an arcade or 
game room. Frankly, I believe that 
home games whet the appetite and 
initiate new players into the great 
appeal of coin-op video games. We 
might say that home games are the 
hors d’oeuvres, the entrée of a great 
feast being the brand new coin-op 
video games just installed on location. 

Many years ago the shortsighted 
movie picture studios said that tele- 
vision would kill the movies, and they 


would not permit their movies to be 
Shown on television. So, we were 
treated to a diet of Roy Rogers, 
Hopalong Cassidy, and Gene Autry. 

Finally the studios found out they 
could make millions by selling their 
old film libraries to the television 
networks. So now we have a loving 
marriage of television and movies 
helping each other, and better yet, 
movie theaters have discovered that 
video games and flippers have far 
more revenue to their theaters than 
popcorn and candy. Some movie 
theater managers have told us that 
many of their patrons come to their 


Audio Visual 
Amusements 


Offering the finest 


new and used 
equipment 


REPRESENTING LEADING FACTORIES 
@ SALES, PARTS, SERVICE e@ 


ARCADE PLANNING 
SPECIALISTS 


Every new and used video 
in stock at all times 


YOU’VE TRIED THE REST, 
NOW TRY THE BEST 


WE’RE EAGER TO SERVE 


1809 Olive Street 
St. Louis, Missouri 63103 


(314) 421-5100 


For further information, call Pete Entringer 


(collect) 
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theaters because they have the latest 
and best games. 

So Jack, if I were you, I wouldn’t 
worry too much about home games. 
They are here to stay, but we will beat 
them at their own game. 

Louis Boasberg 
New Orleans Novelty Co. 
New Orleans, La. 


Logical observation 


“Pawns and Pac-Man” by David 
Pierson, July 1, 1982 (p. 98), is sucha 


logical, effective observation, I would 

like to see it printed in the local media. 

Could you or the author grant per- 

mission? 

Also, would you tell me a little 
about the author? 

Daniel D. Holcomb 

Owner 

Odyssey Family 

Amusement Center 

Fort Collins, Colo. 


[ Permission is granted. We ask only 
that you give attribution to author and 
magazine when making such reprints. 

David Pierson is editorial director 


EQUIPMENT SALE 


ATARI (Uprights G Cabarets) 
Super Breakout 

Basketball 

Asteroids 

Asteroids Deluxe 

Asteroids Deluxe Cabaret 
Battlezone 


GREMLIN 
Eliminator 
Space Firebird 
Space Fury 
Carnival 


Space Invaders 
Space Invaders Deluxe 


NINTENDO 
Radarscope 


STERN 
Astro Invader 


Super Cobra 
Scramble 


TAITO 

Polaris 

Qix 

Space Invaders Trim Line 
Colony 7 

Moon Shuttle 


UNIVERSAL 
Cosmic Avengers 


SSL Za 


COCKTAIL TABLES RECONDITIONED 


ATARI 
Warlords 
MIDWAY 
Space Invaders 
Galaxian 


NEW CLOSE OUTS UPRIGHTS 
ATARI 
Space Duel 
GOTTLIEB 


SIT DOWN GAMES RECONDITIONED 
ATARI 
Red Baron 
GREMLIN 
Space Tactics 


PINS-RECONDITIONED 
GOTTLIEB 
Volcano w/kit 
Black Hole 


STERN 
Orbitor | 


PINS NEW CLOSE OUT 
BALLY 
Rapid Fire 
GOTTLIEB 
Devils Dare 


COIN CHANGERS RECONDITIONED 
ARDAC T 8700 


MONDIAL 


INTERNATIONAL CORP. 
SHOWROOMS & WAREHOUSE 


PARTS & SERVICE 


55 Fadem Road ® Springfield, NJ 07081 @ Tel. (201) 467-9700 


and advertising manager for Play 
Meter. He’s worked at the magazine 
since 1977.] 


Compliments from 
Canada 


I'd like to compliment Midway on 
their unbiased attitude on handling 
service calls from Canada. 

Since there is no 800 number, they 
accept my collect phone calls or phone 
me back immediately without any pro- 
blems or excuses. 

I fail to see why these other multi- 
million dollar organizations do not 
provide an 800 number for operators 
in Canada the same way they do for 
Americans. | 

Since prejudice is being practiced by 
many major companies to Canadian 
operators, I suggest to these Canadian 
operators to boycott those companies 
that discriminate against us in service. 

J.T. 
Toronto, Ontario 


Safe reader 


I can’t help it—first letter ever in my 
life! 

Whoever wields a sledge hammer 
into a TV tube is definitely a dummy. 
(*!9*&&e%*!) (See Play Meter, Aug. 
1, p. 16.) 

Remember: safety first. 


James R. Patton 
Lake Jackson, Tx. 
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The following are rankings of the top videos and top pinballs making above average weekly gross collections nationwide. The 
dollar amounts appearing are the average weekly grosses as reported to Play Meter magazine through its regular national 
operator survey. These averages are for games that are currently being marketed in the U.S. (no older than six months). 
Games with less than adequate responses (less than fifty percent) but with above average collections are so noted: Games 
not appearing on the poll either (1) did not generate over a ten percent response rate to provide an adequate representative 


sampling or (2) did not register weekly gross collections above the national average. We encourage operators to join our ever- 
growing number of readers participating in the survey. — 


. TOP VIDEOS 


Street Locations 
TOP VIDEOS Fourteen of 27 videos (52%) with a response rate 
Arcade Locations over ten percent have above average earnings. 
Fourteen of 28 videos (50%) with a response rate 
over ten percent have above average earnings Peas conates hones 
National video average $169 


Nov. 1 Oct. 15 . Tron/Midway $212 

National video average $191 $188 . Ms. Pac-Man/Midway $204 

* 1. Donkey Kong Jr/Nintendo $291 $256 . Galaga/Midway $191 

2. Jungle King/Taito $228 . Robotron/Williams $183 

. Tron/Midway $249 . Donkey Kong/Nintendo... $173 

. Ms. Pac-Man/Midway $230 . Turbo/Gremlin $173 

Tutankham/Stern $257 . Zaxxon/Gremlin $180 
Turbo/Gremlin $207 


Pac-Man/Midway eri So 8 ee 
Donkey Kong/Nintendo... $193 TOP PINBALLS 


Zaxxon/Gremlin $207 | Arcade & Street Locations 


. Kangaroo/ Atari $193 


‘ National pinball average 
. Gal Mid 198 
eae Nea : . Speak Easy/Bally $141 


. Caveman/Gottlieb $140 
. Rocky/Gottlieb $138 
* Conditionally Rated— Weekly average . Orbitor I/Stern sat 


based on less than 50% response rate _ Mr. & Mrs. Pac-Man/Bally . $114 $125 


RP SOBNAKAW 
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Provisionally Rated Videos 
(Above average earning games, with a response rate between 10—25%) 


: Street Locations 
Arcade Locations — Provisional Ratings Nov. 1 Oct.15 
Provisional Ratings Nov. 1 Oct. 15 Donkey Kong Jr./Nintendo ... $270 $250 
Slither/GDI $290 Jungle King/T aito — 
Gravitar/ Atari Slither/GDI $280 
Moon Patrol/Williams Tutankham/Stern $250 
Naughty Boy/Cinematronics.. $208 
Wild Western/Taito — 
Moon Patrol/Williams — 


Operator/readers who would like to join the ever-growing numbers of readers participating currently in the 
survey, write: Play Meter, Equipment Poll, P.O. Box 24170, New Orleans 70184. 


\/ 'M SNAPPER AND * 
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A Hol, NEW EXID/ 
VIDEO GAME/ 


Hi7 \"M WHIRLY BUCKET—- BUT 
'M NOT AVIPEO GAME/ ILL BE! 
ROCKIN’? ANP you'LL BE 

ROLLIN’ WHEN You SEE THIS 
NEW GAME FROM EXIDY / 
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2 New Game 
From “We 


J seit @ 390 Java Drive ® Sunnyvale, CA 94086 
3 Tel: (408) 734-9410 © Telex: 357-499 


EXIDY IRELAND, LTD. @ Gortlandroe Industrial Estate Unit 8 © Nenagh, County Tipperary @ Ireland 
Tel: 067-32555 @ Telex: 70009 


INTRODUCING 
A Classy New Face for 


the Coin Mech Family 


IN-LINE DOOR/CASH DRAWER 


IN-LINE DUAL DOOR 


The textured look is in the steel 
instead of the paint... 
for long-lasting good looks. 


Now Coin Mechequality. crafted mechanisms have a 
quality look to match. 


The wear-ever texture is compressed into the metal so 


that our face plates and doors, will. match—at.the COMING SOON 

beginning or end of the paint run. No more quality ; 

control paint problems! In addition, all models feature The Revolutionary 

an-embossed lock guard to protect-against vandalism. COIN COMPARITOR 
The World Premier 


Ruggedly handsome, the durable Coin Mech look is f the 
offered to both manufacturers as original equipment ‘ 


: Premier Electronic 
and to operators for replacement in the field. Coin Mechanism 


Available with traditional mechanical.mechs or the 
new Coin Comparitor® electronic mech. 


Call or write.for further information. Conirigh 1982 CAA MERAMTAINE: Tee: 


For over 30 years, 
O/N Quality-Accuracy-Experience 


ECHANISMS wwe in Coin Mechanism design 


for the Amusement Industry. 


817 Industrial Drive, Elmhurst, IL 60126 
Phone 312/279-9150 
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shaw 


COUNTY BATTLES GRAY AREAS e BANNING IN BOSTON ¢ LOTTERIES MIGHT USE “GRAY” GAMES ¢ BALTIMORE 

OPS GET BETTER DEAL e MORGAN'S AT IT AGAIN ¢ ATARI CUTS WORKWEEK e AMOA OFFICER DIES ¢ PENN 

COURTS DIFFER e ASSOCIATIONS PUT HEADS TOGETHER e LOUISIANA OPERATORS FORM ASSOCIATION e 
BELAM CELEBRATES ATARI APPOINTMENT 


COUNTY 
BATTLES 
GRAY AREAS 


A television station's First Amendment 
rights are being fought over a 
politican moonlighting as a distributor 
of gray area games, and operators 
are suing the county for the return of 
those games. And all of this is happen- 
ing in the same battle over the legality 
of video card games in St. Louis 
County. 

Sixty gray area games were 
recently seized by St. Louis County 
police, most of them August 5. At least 
some of those games were identified 
as placed in taverns by Missouri Rep. 
Francis Markwell, a resident of St. 
Louis County. 

To determine the extent of Mark- 
well's involvement in the distribution of 
illegal gambling devices, St. Louis 
County prosecuting attorneys have 
asked for the outtakes of an interview 
of Markwell by KMOX-TV reporter 
Matt Meagher. During that interview, 
Meagher, posing as a tavern Owner 
interested in obtaining video poker 
machines from Markwell, deter- 
mined that Markwell was operating 
the video poker machines. 

The county wants the full interview 
to prepare its case against Markwell 
and other video card game operators 
for the grand jury. 

Because Meagher posed as a 
tavern owner rather than admitting to 
being a reporter, the prosecutors said 
he forfeited his “journalistic immunity” 
and his First Amendment rights to 


protect the tapes of his conversations 


from the county's review. 
Additionally, the county prosecu- 
tor’s office said its position was that all 
the materials are necessary evi- 
dence..We believe the jurors are 
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entitled to hear everything.” 
On the contrary, KMOX-TV said the 


reports had “required confidential 
sources whose identities had to be 
protected. 

Meanwhile a circuit court ordered 
the tapes turned over to the county, but 
KMOX-TV has won a stay of that order 
from the state Court of Appeals while it 
considers the lower court ruling. 

st. Louis County prosecuting attor- 
ney Craig Ellis said that if the 
appellate court rules against the 
county, it will “take the case as far as it 
can,” even to the US. Supreme Court. 
He also said that KMOX-TV, and its 
parent CBS, are expected to do the 
same if the court rules in favor of the 
county. 

Meanwhile the county is embroiled 
in an effort to establish that the video 
card games it seized are gambling 
devices. 

The machines carry “for amuse- 
ment only” signs, but police said bar- 
tenders have been making payoffs to 
customers who beat the games. 

“These are not amusement, but 
illegal gambling devices,” Ellis said. 

He said most of the games seized 
were Omega’s Double Up machines, 
but that video card games manufac- 
tured by ElectroSport and Tuni Electro 
were seized. 

To substantiate its case, the county 
has called on arcade operators who 
have confirmed, said Ellis, that the 
card games are not amusement 
pieces. 

“These arcades don't have the 
games because they Know people will 
not play the games for amusement,” 
he said. “The use of the machines is for 
gambling.” 

However, at least three of the com- 
panies operating or keeping the 
games on location have contested the 
county's position and have filed suits 
against the county for the return of 
their games. 

“Two bars have even put the games 


back on location,” Ellis said. 

One of the operators supplying the 
video card games to locations in St. 
Louis County is Lloyd Grice, aq member 
of the Amusement and Music 
Operators Association. He said the 
video card games represent only 2 or 
3 percent of his operation. 

Four of the games seized in St. Louis 
County belong to Grice. He said the 
games were put on location because 
location owners requested them. 

“People demand the games,” Grice 
said, “and you have to get what they 
want to retain the location.” 

Grice said the games he operates 
are meant for amusement only and 
affirmed that a short playing time for 
each game is not a good argument 
against the game’s entertainment 
value. 


“You can get up to 25 free plays,” he 
said, implying that playing time for 
one quarter could be quite extensive. 

Grice said he is not suing the county 
for the return of his games because if 
others win their suits against the 


15 


county, his games will also be 
returned. 

“The crucial issue here is whether or 
not we will have to determine if each 
game is being used as a gambling 
device before we can seize it,” Ellis 
mused. “If we lose, police will have to 
make individual cases against each 
machine before we can pick it up.” 

That situation, he confided, would 
make it virtually impossible to stop the 
influx of video card games into St. 
Louis County. e 


— 
BOSTON 


Although video games are not 
banned in Boston, the sentiment 
against them is so strong they might 
soon join the long list of American 
entities banished from that city. 


Bowling & Ice Cream Designs 


NOCASH VALUE . , 
4 \ 
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Van Brook of Lexington, Inc. 


P. O. Box 5044 ¢ Lexington, Ky. 40555 
Area Code 606 ¢ 231-7100 


Phone or write for catalog & samples 
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It is almost impossible to get an 
approval to place even one video 
game in a street location, and if the 
city government has its way, Boston 
will be void of most of the games by the 
new year. 

Barry Rosenthal, attorney for the 
Coin Machine Industry Association of 
New England (CMIA), calls the city’s 
drive to dump the videos the “Boston 
Tea Party.” referring to the city’s 
avowed effort to get rid of 2,300 of 
4,000 registered videos when licenses 
come up for renewal January 1. 

“They are trying to clear the one 
and two-game operations off the 
streets,” he told Play Meter. 

In battling the city, Rosenthal and his 
Boston law firm of Lappin, Rosen, etc. 
have been successful in pushing two 
cases to the state’s highest court, the 
supreme Judicial Court. Both cases 
are scheduled to be heard September 
13, but Rosenthal expects the eight 
judges to release opinions on the cases 
sometime after January 1. 

The cases challenge the constitu- 
tionality of state licénsing laws and will 
also try to establish First Amendment 
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rights for video games. 

“If we have First Amendment rights, 
the standards for prohibiting the 
games must be much broader than 


[I~ ELECTRONIC 
—, AMUSEMENT 
oa F; | LISERVICE 


basis they are contrary to the “good The Repair Center f Or the Games Industr Y 


and welfare of the community.” a 
standard far too vague for Rosenthal 


and his clients. EAS 's a complete service agency organized to help the video games operator 

The central issue for game and distributor solve the service problems that plague many of today's 
operators in Boston stems from the sophisticated electronic games. EAS provides you with: 
city’s decision to classify businesses soe | | | 
with even one game as an arcade. a ast, tei and inexpensive alternative to buying expensive test 
Any business that includes a video ie ba eee 
game must be located in a zone that repair and testing of all monitor, video and pin ball logic boards 
has been appropriated for arcades, a 24 hour turnaround on video logic boards and monitors 
and the building must be approved 460d i je 
for legal use as an arcade. Those con- Siena at nna el iaa an woe 
ditions must be met even before a free telephone consulting on chronic service problems — we are here to help 
business can obtain a public hearing you at any time. 
on its license application. 

Rosenthal recited the procedure Looking forward to-serving you. CTRON 
anyone must go through to place a [_ I {_ os See 
game in his establishment in Boston. {_ | j_. j SERVICE 

First, he must file an application with 
the city licensing board for a public 8134 Capwell Drive * Oakland. California 94621 + 415-282-9900 


hearing. Filing charges are $100, plus 
$25 so the city can advertise the public 
hearing. 

After filing his licensing application, 
the applicant is sent to the zoning 
department where it is determined 
whether his business is in a zone that 
has been allocated forvideo games— 
those are, primarily, high traffic 
business districts or industrial districts. 

If the applicant's possible site is fortu- 
nate enough to be located in an 
appropriate zone, he must then file an 
application to get his building reclas- 
sified for legal use as an arcade. The 
applicant must obtain the signatures 
of the building’s owners on two copies 
of the application, and pay a filing fee 


PEACH STATE 
sparse Distributing ©. 


If these procedures are completed For 31 years The Dependable Supplier to the Coin Machine Industry, 
properly, and more significantly, with Quality Parts and Supplies at the Lowest Possible Prices. For. . - 


accepted by the governmental e VIDEO . .. e INTEGRATED CIRCUITS ... e PHONOGRAPH 


agencies involved, then the applicant 


Priors that hearing the cy cavers eae ee ee 
the hearing and makes an effort to aes INES 
i gape ane eacierelopc “We Guarantee Satisfactory Service” 
games—the “vocal minority” Rosen- PARTS CATALOG AVAILABLE UPON REQUEST. 
ae Te ae the applicant can PARTS DIVISION ... 1040 Boulevard S.E. 


expect to be bombarded with a i 

public outcry against the games Atlanta, Georgia 30312 
because they steal children’s lunch Phone 404-629-4401 
money and are generally contrary to 
the good and welfare of the com- 
munity, Rosenthal satirized. 


But just getting to the right licensing | Toll Free Phone... 1-800-241-1346 (except In Georgia) 


board can be a big problem in Boston. 
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“It’s gotta be tough!” 


That’s what the operators said about pool tables. And that’s why Dynamo built the Big D. 
From its all steel and plywood construction, to the steel coin box housing and patented 
2% inch ball separator, Big D pool tables are built to survive. Dynamo designed the Big D 
to be what operators want most — a solid, 
secure, maintenance-free investment. 
Call Dynamo today for the 
toughest pool tables on the 
market. 


Dynamo Corporation 
1805 South Great Southwest Pkwy. 
Grand Prairie, Texas 75051 
(214) 641-4286/ 1-800-527-6054 / Telex: 732432 


WE INTERRUPT THIS MAGAZINE 
FOR AN IMPORTANT MESSAGE! 


Central Distributing Co. is reported to be making the best deals 
on new (& used) equipment. 


The Omaha, Nebraska firm, known industrywide for its 
immediate deliveries, is beating all competition in the areas of: 


SERVICE « PARTS e AND PRICE 


THEY'RE SECOND TO NONE! 


Representing all major manufacturers 
We have the best reconditioned games 
in the country—no brag, just fact. 


CENTRAL DISTRIBUTING CO. 


3814 Farnam St. Omaha, Nebraska 68131 


(402) 553-5300 
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Two licensing boards—one appointed 
by the mayor, another by the gover- 
nor—are fighting over which one 
has the right to license video games. 

“Both right now are, basically, 
denying everybody,” Rosenthal sum- 
marized. 

But even if the applicant is success- 
ful, he incurs further charges of $240 
per machine to operate the games 
throughout the week. 

“Plus it’s going to cost you about 
$5,000 for an attorney to get you 
through everything,” Rosenthal said. 


LOTTERIES 
MIGHT USE 
“GRAY” GAMES 


New Jersey Assistant Attorney General 
Theodore Winard has issued an 
opinion thai favors gray area games 
in the state's lottery. 

The games could, he opined, be 
placed in bars and liquor stores 
although they are legally considered 
slot machines in New Jersey. 

Prior to the statement from Winard, 
the New Jersey Lottery Commission 
had already approved a pilot pro- 
gram wherein 100 machines will be 
put on location in early 1983. 

The move is being questioned and 
opposed by New Jersey State Senator 
Richard Cody who stated that “using 
video games as lottery devices 
smacks of slot machines in every 
neighborhood candy store and can't 
possibly be legal.” 

Cody is seeking legislative action to 
prevent the video card games from 
being used in the lottery. 

Atlantic City Action, a newsletter for 
gaming concerns in New Jersey's 
gambling center, said that New Jersey 
and other states and countries with 
lotteries would “no doubt...recognize 
the hugh profits that will be generated 
by the inclusion of video gaming into 
their existing lottery systems, and some 
may find them more financially pro- 
fitable and more morally acceptable 
than casino gaming.” 

The publication estimated that 
“millions of dollars of money now is 
being siphoned off by these illegal 
games without any benefit to the state 
or citizens of New Jersey.” 

New Jersey lottery director Hazel 
Gluck said the videos, which she 
concedes are “very much like slot 
machines,” would be activated by 
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inserting coins for bets of 50 cents and 
possibly $1. She said if the player is a 
winner, sirens and bells will go off, and 
the machine will issue a ticket for the 
prize that can be claimed where the 
machine is located. 

As the Atlantic City Action news- 
letter suggests, New Jersey is not the 
only state looking at gray area games 
for lottery use. Vermont is also known 
to be considering them for its lottery 
system. ® 


BALTIMORE 
OPS GET 
BETTER DEAL 


Well! That is our show for tonight. 


On your way out, please pay your 
amusement tax. 
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Operators conferred with City Council 
members in Baltimore and achieved 
a compromise tax of S300 per machine 
annually. 

The figure was agreed upon as an 
alternative to a $150 annual charge 
plus a 10 percent gross receipts tax. 

“The state of Maryland has a provi- 
sion on its books that authorizes munic- 
ipalities to charge us up to 10 percent 
of our gross receipts as an amusement 
tax,” Banner Specialty’s Ed Kucharski 
told Play Meter. “This is a good com- 
promise for the operator. We are glad 
to get out from under the threat of the 
gross receipts tax.” 
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Kucharski said the city’s operators 
met to attack the city’s original plan 
and formulated several effective 
arguments against the tax. Operators 
argued that collecting the tax would 
be expensive for the city that would 
have to hire additional tax collectors 
and auditors. 

“Also,” Kucharski said, “the city was 
impressed with the fact that, with the 
flat fee, it would be getting its money 
up front.” 

The tax is an increase from the 
current $150 per machine plus 1% 
percent of the gross receipts and will 
go into effect January 1, 1983. 

“What this means for the operator,” 
Kucharski continued, “is that he can- 
not operate four or five games in a 
location where he only needs two or 
three.” 

The operators’ informal organiza- 
tion resulted in the establishment of the 
new Maryland Amusement Operators 
Association. The Association recently 
elected its first president, Tom Foley. It 
was chartered by the state inMayand 
has 38 members. Kucharski antici- 
pates affiliation with the national asso- 
ciation, the Amusement and Music 
Operators Association. @ 


MORGAN'S 
AT IT 
AGAIN 


Morgan's Restaurants, the firm that 
said it had reached an agreement to 
buy the Southwest Vending distribu- 
torship early in 1982 and then didn't 
have a deal at all, is at it again. 

The firm recently told Barron’s, a 
national business tabloid, that it didn't 
expect to have much trouble picking 
up a couple of game distributorships 
west of the Mississippi with about $20 
million each in annual revenue. 

The firm, which according to 
Barron’s has been in the food business 
for more than half a century and 
boasts of being one ofthe first Kentucky 
Fried Chicken franchisers, has 
become so enthralled with its new 
division that it has changed its name to 
Mortronics. 

Reportedly, Nate Dolin, firm chair- 
man, said the company recently sold 
1.5 million shares of common stock 
and will use the money to acquire 
additional distributorships. 

The publication called the Morgan 
(now Mortronics) stock “a fantastic 
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Look to GREEN DUCK 
for quality and service 
at the best price. Our 
coining presses have 
been stamping tokens 
for over 75 years. Call 
us today with your 
token needs! 
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GeAN duck 


255 S. Elm St. 
Hernando Ms. 38632 
Call Toll Free: 1-800-647-6168 


HOME STUDY ELECTRONIC COURSE 
NOW AVAILABLE 


Electronic Institute of Brooklyn announces its complete classroom course for the Video Game Repair 
Industry is now available on video tape for home study. This includes all material necessary for 
hands-on troubleshooting work. If you're worried about not having a V.T.R., we'll rent you one for the 
length of the course. 


winner over the past year or two,” and 
said “the electronic connection no 
question has already provided a 
spark to operating results.” 
Mortronics most recent fiscal year, 
ending in February 1982, shows $20 
million in volume, $7.7 million of which 
came from its video game operation. 
More impressively, the video game 


Also available to home study students is a free Hot line to the instructor. 


Our course covers the following 


Course Description: 6. Using a Logic Probe distributorship accounted for 73.3 
1. Basic Electronic Theory 7. Soldering techniques on double sided boards percent of the company s total oper- 
7 2. TTL Logic 8. Microprocessor and memory theory ating profits. Further, Dolin told 
3. Power Supply (Theory & Repair) 9. Electronic Pinball troubleshooting and repair Bar PON'S his sales would hit $100 
4. Monitor Theory & Repair (B&W, X-Y, Color) 10. Video Game troubleshooting and repair million for the fiscal year ending 
5. Using a digital meter 11. Reading & Understanding Schematics February 1983. 


The publication said that Mortronics 
paid $1.2 million for its video distribu- 
torship (Continental Divide Distributors 
of Colorado) and that the business is 
being capitalized by the market at 
“comfortably over $40 million.” ® 


ATARI CUTS 
WORKWEEK 


In response to the summer slowdown 
and the resultant slackening in 
demand for its coin-op products, Atari 
has lessened the workweek for 10 
percent of its 1,400 coin-op division 
employees. 

An Atari spokeswoman, Helen Gray, 
told The Wall Street Journal that 
affected workers wouldn't lose pay if 
they attended educational seminars 
about how the company operates. 

Margaret Lasecke, another Atari 
media specialist, told Play Meter the 
140 employees switched to a four-day 
workweek were all employed in the 
woodwork department in Milpitas, 
where cabinets for Atari coin-op 
games are built. 


For more information, call collect 


(in NY State) 212/377-0369 
(out of State) call Toll Free: 1-800-221-0834 
or write 


100% Satisfaction Guaranteed 


ELECTRONIC INSTITUTE OF BROOKLYN 


4801 Avenue N (corner E. 48th St.), Brooklyn, NY 11234 


Learn To Repair 
Video Games! 


It’s no secret... 
Video games seem to be everywhere! 
The extraordinary popularity of coin- 
operated video games has created an 
enormous demand. Not only for the 
games themselves, but for qualified 
service personnel as well. 


Randy Fromm’s Arcade Schools are a 
practical, no-nonsense look at how 
video games work, and how to repair 
them when they don't. No ee Attend the Arcade School 
knowledge of electronics or video oe 
games is required to get the most out nearest you in. 
of the six day course. Lab sessions al- Atlanta, GA 


low students to gain valuable “hands- Baltimore, MD Lasecke affirmed there were “no 
on” experience. Late model video hi IL layoffs” and that the Atari international 
games are used during lab and lecture Chicago, 


work force, now estimated at 10,000, 
would show 10 percent growth for 
1982. ® 


so Arcade School graduates will be Dallas, TX 
familiar with the types of equipment 
they will encounter on the job. The 


Minneapolis, MN 


tuition of $400.00 includes all texts and New Orleans, LA 
classroom materials. There are no Phoenix, AZ 


hidden costs. 


Founded in 1980, Randy Fromm’s Salt Lake City, UT 
ounded in , Ran r 

Arcade Schools are the moat respected San Francisco, CA 
and often recommended training pro- Toronto, Ontario 

grams in the coin amusement industry. Whichita, KS 

As a technical writer, Randy Fromm’s 
comprehensive articles appear regu- 


AMOA 
OFFICER 


larly in the industry trade journals. Call or write for DIES 

Now he has condensed his ten years FREE information package 

of experience into a proven Arcade ' 

School program that has allowed hun- Randy Fromm’s Arcade School 

oe = Oe po Natacha 6123 El Cajon Blvd. Clayton Norberg, first vice president of 
learn the easiest, fastest, and mos , 

accurate ways to repair coin operated San Diego, CA 92115 the Amusement and Music Operators 
video games. (714) 286-0172 Association, died August 15 of a heart 


attack. 
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Clayton Norberg 


Norberg was scheduled to be the 
next president of the national associa- 
tion. 

In addition to his work with AMOA, 
he was instrumental in organizing the 
Music Operators of Minnesota and 
served as that group's first president. 
Norberg was introduced to the coin- 
op business by his father who estab- 
lished C&N Sales in Mankato, Minne- 
sota. He most recently operated L&N 
Enterprises of Onamia with his son-in- 
law. 

Services were held August 19 at 
Grace Luthern Church in Mankato. 

Norberg is survived by his wife, Sally, 
three daughters, and one son. e 


PENN 
COURTS 
DIFFER 


While Pennsylvania's Superior Court 
has found that a player exerts skill in 
operating an electronic video card 
game and has ruled the games legal 
(See Play Meter, August 1, p. 15.), an 
equal appellate court, the Common- 
wealth Court, decided the games are 
illegal gambling devices. 

Despite the difference in the view of 
the two courts, the state Supreme Court 
won't settle the issue. The reasons the 
high court won't rule, said Paul 
Maryniak in an article for the Pittsburg 
Press, “are buried in a memo that is 
circulated only among the seven 
Supreme Court justices themselves.” 

“Although some knowledge of the 
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odds of obtaining various combina- 
tions of cards would enable a player 
to maximize his or her potential for 
winning,” noted the Commonwealth 
Court, “the outcome of the game is 
dependent entirely upon the elec- 
tronic fall of the cards.” 

“Likening the electronic poker 
machines to a deck of playing cards,” 
wrote Maryniak, “Superior Court 
found that a player exerts skill by 
deciding which cards on the screen he 


wants to keep and which ones he 
wants replaced by new cards.” 
Pennsylvania law does not define 
gambling, Maryniak noted, but does 
employ a test to determine whether a 
device is designed for gambling. That 
test incorporates three elements that 
are common to most states’ statutes 
defining gambling devices: whether 
money must be paid to play the game, 
whether an award is given to the 
winner of a game, and whether the 
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A songwriter can only cringe when he hearsa singer doa horrible adaptationof 


his song. But manufacturerscan seize gameswith operator modifications. Opera- 
tors sing the blues when it comes to the copyright issue. See Last Word, page 94. 


ww We Cater To All Your 


Coin-operated Amusement Needs! 


Game Sales Infernafional 


* Immediate availability of 
Top Earners 

Excellent used and 
reconditioned equipment 
Expert service and board 
repair 

* No knock-offs 

Lowest Prices 
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For price 
quotes 
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Sy Game Sales International 


— Call Sandy 201-964-5230 


results of the game are solely depen- 
dent on chance. e 


ASSOCIATIONS 
PUT HEADS 
TOGETHER 


Associations representing the indus- 
try’s operators, distributors, and manu- 
facturers met in Chicago September 3 
to discuss a joint effort against anti- 
game legislation on federal to local 
levels. 

The meeting produced a consensus 
that the three organizations need to 
make a more coordinated effort to 
better the stance of the industry in 
legislative arenas. 

As a result, the three executive 
directors—Leo Droste of the Amuse- 
ment and Music Operators Associa- 
tion, Ed Doris of the Amusement and 
Vending Machine Distributors Associ- 
ation, and Glen Braswell of the Amuse- 
ment Games Manufacturers Associa- 
tion—have been organized into a 
committee to devise plans for moni- 
toring and handling legislation. 


AGMA Executive Director Glen 
Braswell said the meeting was “a 
good meeting” and signaled a new 
era of cooperation among the three 
associations. Braswell, a career asso- 
ciation director who preceded his job 
with AGMA as director of the brewers’ 
association, characterized the indus- 
try’s associations on a par with those in 
other industries as far as being pro- 
ductive and helpful bodies. 

“They are having to go through a 
psychological adjustment to the fact 
they are now big business,” said 
Braswell pointing to the surge in 
popularity of industry products. e 
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assure reliability provide immediate service 


But all jokes aside, there’s only one 


C.A. ROBINSON 
& CO. 


2891 W. PICO BLVD. @ LOS ANGELES, CA 90006 @ TEL: (213) 735-9001 


JOIN THE CROWD AT 


More exhibitors...over 500 booths jam packed with the latest 
games, accessories, equipment, services and supplies...and 
all at just the right time of year for spring buying. 


AOE has more new product introductions than any other 
show — every major manufacturer will be present. 


Choose from 49 Seminar/Workshops...The best of 1982’s 
sessions will be updated and fully 25% of the 1983 program 
will be brand new. 


Seminars on arcade design, cost analysis, computers, 
troubleshooting, negotiating commissions, promotion and 
advertising, repairs, management, insurance, used equipment, 
financing — all have been carefully designed to provide you 
with the most comprehensive program ever offered the 
Coin-op Amusement Industry...and you pay only for the 
sessions you select. 
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Amusement Operators Expo ’83 

Conference Management Corporation, P.O. Box 4990, 

17 Washington Street, Norwalk, CT 06856 203-852-0500 

0! am interested in Attending C1 am interested in Exhibiting 
Please keep me posted on new developments 


Amusement Operators 
Expo...So relevant, appealing, and exciting you'll wonder 
how you ever got along without it. 


To become a priority pisadles 
attendee or exhibitor return the coupon today — we'll rush Company 
you the information selected before the general mailings. fiers 
ress 
City State Zip 
Phone ( ) 
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Nichibutsu 


© 1982 Nichibutsu U.S.A. Corp. 


Nichibutsu 15407 S. Broadway, Gardena, Calif. 90248 


Telephone (213) 538-2162 TWX 910-346-6952 NCBTUSA 
Nichibutsu U.S.A. Corp. 


LOUISIANA OPERATORS 


FORM 
ASSOCIATION 


Louisiana operators have finally 
joined together to form the Louisiana 
Amusement and Music Operators 
Association (LAMOA), a state associ- 
ation organized to represent the inter- 
ests of operators before public and 
governmental bodies in the state. 


For several years Louisiana opera- 
tors have tried albeit, unsuccessfully, to 
form a state association. Well over a 
decade ago, operators in the state 
were organized under a common 
banner, but that organization even- 
tually disbanded because no one 
could handle the day-to-day opera- 
tions of the association. 

The recent unsuccessful efforts to 
start the association again failed for 
much the same reason. But at an 
organizational charter meeting 
August 25 at the Hilton Hotel in Baton 
Rouge, operators from all over the 
state met to agree on articles of incor- 
poration and the election of officers. 


spearheaded by the efforts of Bob 
Nims of Lucky Coin in New Orleans 
and Bill Atkins of Atkins Novelty in 
Jonesville, the organizational com- 
mittee hired association executive Ed 
Campanella. Campanella, who has 
16 years experience as an association 


The organizational meeting drew more operators than even 

organizers expected. The result there wasn’t enough room at 

the business table, and many operators had to take seats in a 
sort of balcony to take part in the proceedings. 
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Newly elected president of LAMOA, Bob Waller, 


— 


addresses the gathering of 43 operators. 


executive director for other industries, 
was at the meeting. 

“The growing need for a state asso- 
ciation became obvious some time 
ago,’ Nims told the jam-packed audi- 
ence. “This is why we have tried 
repeatedly to form a state association 
and why so many people are here to 
get it off the ground.” 

There were 43 operators at the 
organizational meeting, a figure that 
surprised even the organizers who 
had planned on a somewhat smaller 
turnout. This is the first time we've ever 
had more people come to a meeting 
like this than were actually invited,” 
Nims said. 

such a high degree of interest on the 
part of operators across the state was 
especially good, in light of the fact that 
the industry in Louisiana is not pre- 
sently confronted with any adverse 
legislation. It has become something 
of a cardinal belief in most industry 
quarters that operators will not join 


together unless there is a threat of. 


adverse legislation. But such was not 
the case in Louisiana, and still the 
attendance was so great that many 
operators had to sit on a raised bal- 
cony to take part in the proceedings. 

At the special organizational lun- 
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LAMOA officers seated from left: Ed Campanella, Bob Waller, 
George Mouton, and Barney Atkins. Standing from left: Rick 
Ross, Nick Putch, Mike Cannon, and David Goudeau. 


cheon, the Atari community aware- 
ness videotape, courtesy of Bob 
Boasberg of New Orleans Novelty, 
was shown as an example of the type 
of message the association wants to 
get out to the general public. 

One ofthe last orders of business was 
the election of ¢ fficers. 


Bob Waller of Waller Enterprises in 
Greenwell Springs was elected presi- 
dent; David Goudeau of Gerald's 
Amusement Machines in Lafayette was 
named vice president. Other officers 
include Barney Atkins of Atkins Novelty 
in Jonesville as secretary/treasurer; 
and George Mouton of Dixie Phono- 
graph in Lafayette to fill the voting post 
of immediate past president. 


Three directors were also elected to 
the voting board. They were Mike 
Cannon of Lakeside Electronic and 
Amusement in Madisonville; Nick 
Putch of Southern Music in Shreveport; 
and Rick Ross of Ross Investment in 
Leesville. 

Charter memberships are open 
through the end of the year. Those 
interested in joining should contact 
one of the officers or write the Mem- 
bership Committee, LAMOA, P.O. Box 
80764, Baton Rouge, LA 70898. 8 
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Bob Haim (1), Mark Haim (c), and Bob Harvey (r) survey the 


Belam facilities with Atari’s Gravitar behind them. 


A promotional videotape on Atari‘s Gravitar was set up for 


operators to view. 


BELAM CELEBRATES ATARI APPOINTMENT 


About 400 operators in the Long 
Island, New York, area packed into 
the showroom of R.H. Belam Co. Inc. 
August 27 for a special showing of 
Atari's newest video game, Gravitar, 
the first game Belam was selling as a 
factory-direct distributor for Atari. 


The showroom featured Atari pro- 
duct only to commemorate Belam’s 
appointment as a direct distributor for 
the Sunnyvale, California, manufac- 
turer. 

In addition to a wall lined with 
Gravitars, Atari was well-represented 
by its recent product offerings, includ- 
ing Dig Dug, Centipede, Fast Freddie, 
(distributed by Universe Affiliated 
Internatinal Inc.), and Space Duel. 


According to a Belam spokesman, 
the distributorship fetes operators 
every Friday with a luncheon buffet, 
but the sumptuous August 27 luncheon 
was billed as a very special event with 
Atari marketing representative Bob 


A wall of Gravitars received much attention from 
visiting Operators. 


28 


Harvey on hand for Belam’s appoint- 
ment. And operators turned out in 
force for the occasion. 

“We were thrilled to pick up the 
Atari line,” said Bob Haim at the festiv- 
ity. “Since this was a special appoint- 
ment for us, we wanted to do some- 
thing special.” 


Atari now joins Belam’s other factory 
direct lines which include Gremlin, 
Nintendo, Lowen-America, Ardac, 
Lutton Microwave, and Animated 
Electronics. 

Belam’s chief executive officer, Vic 
Haim, announced that his son, Mark 
Haim, is taking over the reins as presi- 
dent of the company. It was also 
revealed that Bob Haim will become 
Belam’s executive vice president. 


Other officers for the company 
include Richard Bartlett, Jerry Rubin, 
and Ron McGill, all to positions of vice 
president. Sam Mudaro is the com- 
pany’s controller. 


Vic Haim said he would remain with 
the company as chairman. 

The Long Island distributor moved 
to Lake Success in October 1980. “At 
the time,” Mark Haim told Play Meter, 
“operators in this area were literally 
starved for a distributor of games in 
their area. We think we've filled that 
void.” 

In addition to the 25,000-square foot 
facility, the company also has a ware- 
house with another 5,000 square-feet 
about three or four miles away, said 
Bob Haim, and another larger office 
for exporting. Belam also has two 
Offices in Florida, in Miami and 
Orlando. 

Bob Haim said the company 
employs about 65 workers at its Lake 
Success address alone. 

Business was reported to be brisk, 
and a second showroom was set up 
just behind the main showroom to 
feature product from other factories at 
the special Atari showing. e 


Business was very brisk even at the parts window. 
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R. H. BELAM COMPANY, INC. 


1 Delaware Drive 
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Short Subjects 


In one of the largest piracy lawsuits 
ever filed by a video game manufac- 
turer, Nintendo of America Inc. 
obtained preliminary injunctions from 
the Federal District Court of New 
Jersey against 100 defendants. On July 
27-29, federal marshals throughout 
New Jersey seized video games 
allegedly infringing upon Nintendo's 
Donkey Kong, most bearing the 
hames Crazy Kong or Congorilla. 


* * * * * 


Seattle’s community centers are not 
exactly stepping over each other to 
get in line for available video games. 
Two-thirds of the centers have rejected 


an invitation to join a pilot project 


sponsored by the Seattle Parks Depart- 
ment. ° 
Only seven of the city’s 24 centers 


said they want videos installed. Advi- 


sory boards at all the other centers 
have turned the games down, mainly 
because they feel they don't have 
enough staff to monitor the games. 

The video contract for the seven 
centers that want the games will be 
put out to bid, said Parks Department 
recreation director Virginia Swanson. 
The games could be in place by 
November. 

The pilot program is planned to 
continue through July or August. 


* * * * * 


Atari Inc. has agreed to give sole dis- 
tribution rights for a new video, Fast 
Freddie, to Universe Affiliated Inter- 
national, an Atari distributor/exporter 
based in Roselle, New Jersey. 


Fast Freddie isa video voyage simu- 


lating the adventure and skills ofhang 


gliding, and per agreement, will be 


available only through UAI. 


* * * * * 
a 


Dayton's Video City split a week's take 
with the Montgomery County Mental 
Health Association during its recent 


Video Olympics. Tammy Noble and © 


her arcade raised more than $5,000 
for mental health and created some 
great public relations for video games 
in that city. ; 


° 
* * * * * 


Leonard Mitchell, last year’s top dratt 
Choice of the Philadelphia Eagles, is 
not too familiar with the geography 


around his new home in Pennsy!vania, — 
but he can tell you where every 


Defender game is, all the way to 
Delaware. ce 

Mitchell, in whatever spare time he 
has during the football season, is a 
Defender devotee. He stated he likes 
the game because it is particularly 
Challenging, saying that mentally, the 
game is a great deal like football. 

“You've got to think quick, and it's 
fun to watch yourself get better,” he 
said. 

According to various estimates, | 
Mitchell shares his video game inter- 
ests with more than half the Eagles 
team. Coach Dick Vermeil has even 
been known to order the games 
unplugged during a team meeting so 
he can get everyone’s undivided 
attention. ° 


+ * # & 


As the industry’s show season rolls 


around, organizers for the 39th 
Amusement Trades Exhibition 
announced their 1983 show will return 
to London and the National Hall, 
Olympia. The show, open to trade 
members only, will run for four con- 
secutive days, January 10-13. 

The show will feature amusement 
and gaming machines on display with 
related equipment spread over 
nearly 10,000 square meters of floor 
space. p 

Anyone planning to attend the 
English show should contact The 
Organisers; Amusement Trades 
Exhibitions, Ltd.; 122 Clapham 
Common North Side; London; SW4 9SP: 
England. , 


* * * * * 


“Video games—which are present 
nearly everywhere these days—are 
the most blatant testimony we have to 
American waste and disregard for 
resources,” said David Hartman, a 


minister of the Antioch Christian 


but an employee of the 


Church in Lexington, Kentucky. 

“Take technological warfare,” he 
continued. “Remember the old Civil 
War movies where the young private 
wept over having killed his first human 
being, and the grizzled old sergeant 
assured him that it would be easier the 
next time? 

“In those days, death in warfare was 
cruel, but it wasn't sterile. The enemy 
had 10 fingers and toes, two eyes, and 
a nose—and probably a family wait- 
ing anxiously at home. 

“Today, missiles wipe out entire 
cities without leaving anything to show | 
on the six o'clock news. 

“A Navy recruiter I talked to recently 
told me how the ‘new’ Navy is excited 
about its technologically sophisticated 
recruits because—with the right 
amount of training, it can turn their 
video expertise at shooting down 
alien warships into the more practial 
applications of computerized 
warfare. 

“Heaven help us if future genera- 
tions associate the bliss they find in an 

arcade with the reality of warfare! 

“Video games, without malice 
aforethought, are capable of 
inducing a subconscious sense that 
devastation is without consequence. 
That the only thing needed to set all 
things right is the insertion of another ; 
quarter.” . 


* * * * * 


Re: “Short Subject’ of September 15 
regarding Atari and Malibu Grand 
Prix. Though both firms are parented 
-by Warner Communications, Atari 
takes no part in operating—as it was 
incorrectly stated—the Malibu Grand 
Prix game rooms. It follows, then, that 
Ed Watson is not an Atari employee 
Warner 
arcade division. : 


* a Ue * * 


“Taito America has added London 


Distributing Company of Milwaukee, 
Wisconsin, to its network of distributors. 
London will distribute all the Taito 
America products to the Milwaukee 
area and upper Michigan. 


Editor’s Note: 
[ This is the second article in a series of stories dealing with 
Studies In Video.| | 

Dr. Robert Gable, an associate professor of psy- 
chology at Claremont College near Los Angeles, is a self- 
described “social gadgeteer,” who has a few of his own 
patents. 

He has a doctorate in education at Harvard, a Ph.D. 
in experimental psychology from Brandeis, and he also 
managed to pick up a law degree along the way. Gable has 
studied with psychologist/ behaviorist B. F. Skinner and 
was a teaching assistant for Abraham Maslow. But, Gable 
says, he really enjoys studying technology and its social 
impact. 

In this Play Meter interview with correspondent Mary 
Claire Blakeman, Gable discusses his studies on parents’ 
reactions to video games, and he offers some ideas about 
where arcades might be headed in the future. 


PLAY METER: How did you get interested in work with 
computer and video games? How did you get started in this 
kind of research? 

GABLE: When I was a graduate student, I worked with 
juvenile delinquents and did behavior therapy with 
juvenile delinquents. Part of our recruitment procedure 
was to go out on street corners, recruit the kids, and do 
tape interviews, etc. 

Based on the work with the juvenile delinquents, and 
because we did natural setting recruiting, I found myself 
occasionally hanging out in pool halls and so-called enter- 
tainment centers. It seemed like a terrible waste of time, so 
one of the things I invented was a programmed pinball 
machine which was only a partial success. 

But it consisted of a program—a series of slides and 
some logic boards; a slide projector underneath the pinball 
machine; and acounter printer and acard that would come 
out for elementary or introductory high school level 
mathematics, English, or some other type of subject. 
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Studies 
In Video: 


Parents, youths 
react to videos 
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The kids would then play the game. They’d put in the 
money and then a score would come out on these little IBM 
cards, which would give the date, time, and the kid’s I.D. 
number, and of course, it would document how far they’d 
gotten with the program. 

So, that was just a part of my long-standing interest in 
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the technology involved in games. 


PLAY |METER: Where did you do this work? 
GABLE: I started the work with juvenile delinquents in 
the natural setting, behavior therapy kind of thing in 
Cambridge. And the programmed pinball machine was 
something I did in Claremont. 


PLAY METER: Have you done other studies like this? 
GABLE: Yes, we also did other things such as putting 
telemetry devices—with the kids’ full cooperation, we paid 
them for it—we put telemetry devices so we could monitor 
where the kids were and how much time they spent doing 
what. Some of the natural Setting studies that I’m now 
doing on time utilization are based on earlier work which 
we did. 


PLAY METER: Are the studies you are doing now on 
computer or video games? 

GABLE: The only thing I’m doing now is limited to the 
coin-op games and the arcades. 


PLAY ‘METER: When did you start this research? 
GABLE: About 9 months ago. 


PLAY METER: How did you set up the study? 
GABLE: We did a parent survey, and we did a couple of 
time diaries with kids recording what they did every hour. 
They carried diaries around with coded information so we 
could try to see how they spent their time. 


PLAY METER: How many people were involved in the 
study? 


_ words largest BSaorirrers (eats 
| fox Mus: and Berries Games, 
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GABLE: With the kids, we’ve only had two or three kids 
do the time diaries, and we’ve probably had a survey of 60 
parents in the Claremont area. Unfortunately it’s all in the 
Claremont area; it’s not as good a geographic distribution 
as you would get in a bigger survey. 


PLAY METER: You haven't had that many kids keeping 
the time diaries? 

GABLE: No, it’s difficult to do. We have them keep the 
diary fora couple of weeks. We try to pick kids who are not 
doing well in school and some who are doing well in school. 
They tend to be junior high school students—13, 14, or 15 
year old males. 


PLAY METER: But what have you found out about how 


kids spend their time? Are they playing 10 hours a day? Do 
you see any patterns? 


GABLE: I would say, in a most general sense, that the 
arcades, or electronic entertainment centers, are mostly 
places to hang out that have replaced the soda fountain 
which no longer exists, or hanging out on the corner, or in 
the parking lot of shopping centers. Things have not 
changed so much from what I can see in terms of time 
distribution. 

Kids who conscientiously study do their homework. 
Kids who aren’t conscientious don’t do their work anyway. 


PLAY METER: Could you give me a ballpark figure on 
how many minutes or how many hours youths are spend- 
ing in the arcades? 

GABLE: I can give you a rough calculation here: about 18 
percent of the total time in the day (or during the whole 
week) was spent in playing games. That was in a 17-day 
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sample—it came to 4.32 hours per day with this youngster. 
Yes, he hung out, per day, 4 hours. He was picked out of 
the sample because he is—not an addict—but he spends a 
lot of time there and he had poor grades. 

He’s also a “loadie.” That means he gets loaded and he 
just hangs out. In fact, he doesn’t care if the machines are 
there or not. He “strings” a lot: he puts the string through 
the machine instead of quarters. So that’s one extreme. 

The other kind of more conscientious student, whom 
we have seen and prepared interviews with, looks like it’s 
3.6 hours per week. : 

The kids we got who were members of an arcade— 
they signed up, paid a couple of dollars, and they were ona 
mailing list—we tried to survey those who were members 


There are a few parents we have found who have 
money, and give the kids money and the arcade acts as sort 
of a babysitter. 


PLAY METER: It may be hard to tell because the range is 
so broad, but is the time spent straight through or is it 
broken up—maybe a few games after school or later at 
night? Do youths tend to play solid blocks of time? 

GABLE: No, it looks like it’s more broken up. You had a 
pretty good idea there about the time being broken up. For 
instance, that kid, the one who spent a lot of time at the 
arcade, also worked at a fast-food place. So he would go 
there before he went to work and then again after work. It’s 
all pretty casual. It’s just like (they say), “Well, what are we 


..about 18 percent of the total time in a day (or during 
the whole week) was spent in playing games. 


a SS... 


of this arcade, and they turned out to have 3.6 hours per 
week in playing time. So the gamut is really anywhere from. 


4 hours a week to 4 hours a day. 


PLAY METER: Was there anybody working with him to 
get his grades up, or do you think it was the result of a lot of 
other things? Were his parents concerned? 

GABLE: Well, he doesn’t have a father; his mother has 
boyfriends in and out. She’s very bright, high intelligence, 
and he has an older sister. I would think it’s just kind of 
difficult—a broken home situation. Kids at these ages are 
going to be oppositional to their parents anyway. 

So the question is, what kind of environment would 
the kids have for role models or peer groups? Where are 
they going to go when they leave the family? So there’s no 
real interesting alternative. 

So he tended to drift into a small group of rather 
benign loadies. And he doesn’t do well in school. He’s 
rather bored. In his time diary, it says he gets bored reading 


going to do? We don’t have anything to do, we’re bored, so 
let’s go up to the arcade.” 


PLAY METER: You have a bigger survey sample with 
the parents—what sort of things did you look at with 
them? 

GABLE: We tried to look at whether parents thought the 
effects of the game were a benefit, had no effect, or were 
harmful, and all sorts of things such as social life, effect on 
grades...to how much money the kids spent, etc. 


About 69 percent of the parents thought that the 
games were mind-expanding or developing, compared to 
32 percent who didn’t. (These percentages are rounded 
off.) 

Another thing we asked was, “Do you favor laws 
restricting the availability of video games?” We got the 
same kind of percentage, 69 percent said no and 31 percent 
said yes. Most of the parents, a large percentage, felt that 


About 69 percent of the parents thought that the games 
were mind-expanding or developing, compared to 32 
percent who didn’t. 


the paper. 


PLAY METER: What about youths on the other end? Do 
you have comments from the other kids about why they 
play the games? Apparently this guy is going to arcades 
because he’s bored. 

GABLE: He would go there even if the games weren't 
there. 

As for the other kids, it varies a lot. For some, they 
want to get the high scores, to enhance their social 
prestige—that’s just a small percentage of them, not very 
many, maybe 5 percent. The others just consider it a place 
to go. They’re very casual about it—sometimes they go 
when there’s nothing better to do. It’s a way to get out of 
the house. 
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the games, in general, helped with their kids’ interest in 
electronics and computers. 

Here’s a breakdown on the question about “Are video 
games (a) better than, (b) worse, or (c) the same as...” and 
then we just had a whole range of things like bowling, 
miniature golf, dancing, watching TV, etc. There was not 
much there except that most of the parents, 62 percent, 
thought that the video games were better than hanging out 
with friends in the parks and stores. About 31 percent said 
it was the same as hanging out, and around 7 percent said it 
was worse. 

Most parents thought that this had a harmful effect on 
their children’s use of money: 63 percent thought the games 
caused a harmful effect, 31 percent felt there was no effect, 
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and 6 percent felt they were a benefit. 

In regard to the benefits, by the way, the kids don’t 
agree with this, but the parents do. Just from casual 
observation, what I see happening is that the kids have less 
expendable income. That is, they will spend the money 
impulsively; the kids who are the most bored are most 
involved with the games and the most impulsive. 

Because of the impulsive nature of these kids, they are 
dropping quarters into the games, and that leaves them less 
money to buy rock concert tickets or dope. So some 
parents felt that this was good that the video games were 
taking away from these other, questionable activities. 


PLAY METER: Were there any parents who felt their 
children had learned to be more responsible with money 
because of the games? Some kids have learned to discipline 
themselves around the games. Did you find anything like 
that? 

GABLE: Only to the extent that if they want to spend a lot 
of time on the games, they try to specialize in one particular 
game because then they will get good at it and not have to 
spend so much money. 


PLAY METER: Can you describe the group of parents? 
Was it middle and upper middle class? 

GABLE: Generally so. In this arcade, there is a mixture. 
There are some middle-class blacks, but our geographic 
area includes mostly the middle class. There are some 
blacks and minorities, but it’s basically a white, upper 
middle class suburb. 


PLAY METER: Did any of the families have the home 
computer games? 

GABLE: Yes, about 35 percent had video games at home. 
Again, we had about 69 percent who felt their home video 
games were neither beneficial nor harmful, just sort of 
neutral. They were somewhat beneficial to about 19 
percent on home video games. 

There was some feeling and there was a higher 
percentage, about 75 percent, who felt the kids were 
learning more in terms of electronics than they were with 
the home games. 


PLAY METER: Parents are also concerned about 
violence or supposed violence in video games. In a 
description of your work, I read that you said, “Video 
games were less likely to bring out violent responses than 
television.” Is that accurate? 

GABLE: I don’t have any hard data on this so, given the 
speculation, I suspect that there’s not many people who do 
have hard data. The reason for my suspicion 1s that the 
violence that’s shown on the video game is a lot less 
realistic than the violence that’s shown on television shows. 
Therefore, it doesn’t have the impact—it doesn’t transfer 
to real-life situations nearly as easily. 


PLAY METER: Why is that? Are the video games not as 
violent? 

GABLE: Well, they may be violent to the extent that 
there’s all that shooting that might transfer to some 
military application where you are shooting things on the 
screen. But in terms of violence where you are encountering 
another person, you would probably get more realistically 
involved with a TV because of the real human figures. 
There’s a kind of desensitization process because of the 
violence. Generally, the more realistic a situation is, the 
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more the transfer. 


PLAY METER: There was also a study put out recently 
about how the sales of toy guns are up and the sales for all 
sorts of violent toys are up. 

GABLE: So is the military budget. 


PLAY METER: But how does that fit in with the criti- 
cisms of video games? 

GABLE: Just to put that whole thing together—we are 
getting more violent. But Pac-Man is not, essentially, a 
very violent game. Maybe Asteroids or Donkey Kong are 
violent. But the violence is probably not essential in the 
video games. It is simple; it is clear. You know what to do. 
You don’t have to get instructions. That is, violence and 
self-defense is a very reflexive involvement. You don’t have 
to tell me to get out of the way of the barrel being thrown 
down. The violence is not essential to the core of these 
games, as illustrated by Pac-Man. 


PLAY METER: Do you think there could actually be a 
healthy benefit to video games? Some of the kids I’ve inter- 
viewed said they feel like they get their aggressions out 
when they play the games. 
GABLE: My immediate reaction is that I do not go for 
this analogy of getting aggression out. That is, there is not 
aggression in you—that’s a kind of very popular freudian 
concept. We don’t have a certain amount of love, aggres- 
sion, friendliness with the old, mechanical idea of “get 
aggression out.” 

What appears to happen is that we have role models 
about how to deal with conflict, and there are many ways 
to deal with conflict. Sometimes we get upset, sometimes 
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we go to sleep, sometimes we cave in, sometimes we run 
away, compromise, bargain—there are many ways of 
dealing with conflict situations. Violence is one of them. 
Physical violence is one, verbal violence is another, hostile 
jokes—there’s a whole range of them. 

Then, depending on whether the world rewards us or 
punishes us then we sort of obey that. The classic study has 
shown that you can take little school kids and get a Bozo 
doll, a big, inflatable plastic doll that looks like a clown, 
and you can take video tapes of those kids when an adult 
comes in. You have the adult come in and hit the thing. It 
goes down and sort of pops back up. Then the teacher will 
say something like, “Ah, coming back for more, are you?” 
then hit it again and go away. 

If you watch the kids after that, sure enough, word for 
word, they'll do exactly the same thing. They’ follow the 
parent, the teacher, or the role model very closely in a new 
situation—as will we all. Adults do the same thing ina new 
situation. In a new fancy restaurant, we'll watch and try to 
imitate others. 

So it depends upon the degree of reality to the role 
model. That’s what makes television more real than the 
video games—the models are more easily transferred; 
they’re more realistic. Then, once we try those behaviors— 
let’s say we see something in a movie and we try it out, then 
we see how our peers react to that and then we act 
accordingly. So it’s not like a hostility toward something. 
It’s very much an external kind of conditioning, a social 
learning process. 

If I may go on a bit more broadly, that is what’s 
important about the media. That is, in video games, movies, 
TV, and song lyrics, etc., there’s an accepted model, an 
expectation level about what people think relationships 
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them sing along by displaying the lyrics of each song 
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PIANOCORDER® reproducing system with our ver- 
satile new SUPERSCAN™ display console, an elec- 
tronic screen composed of solid state light emitting 
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SINGALONG system operates the piano keys and 
pedals, producing an amazingly lifelike performance, 
while the song lyrics dance across the screen. Each 
song is programmed with its own dazzling light and 
motion effects to delight your guests. Our long play- 
ing cartridges contain about 67 old and new favorites 
each, and additional tapes are available from our ex- 
tensive Pianocorder tape library, giving you an 
almost limitless supply of music. 
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ought to be, about what the world is like, whether the 
world is a jungle or essentially benign, or if people are 
inherently good or evil. 

Those kinds of operational philosophies are implicit 
in the media and the technology in the culture. And I think 
we are now in a phase of some violence in which we look 
upon people as more evil, foreigners are more threatening, 
the “commies” are back again, and the world’s a more 
hostile place to live. 


PLAY METER: Using that analysis then, how do you see 
the games fitting in? What kind of role model do they 
provide to young people? 

GABLE: Well, I think they’re not giving much of any kind 
of role model. I think it’s just a little bit of fun stuff. The 
more visual, colorful, grabby, fast, noisy the thing is—it’s 
not very realistic. I don’t think the games have much trans- 
fer, violent or non-violent in any way. I’m more interested 
in the future of the games and the arcades, the entertain- 
ment centers. 


PLAY METER: What about the future? How do you see 
things developing or how would you like to see things 
develop? 
GABLE: Generally I would like to see, and | hope the 
owners would want to see, if it is possible to try to promote 
a cross-generational recreation center that is going to be 
better. The older people could provide some surrogate 
parenting, which some of the owners are doing now. It may 
provide an opportunity for people in our culture to meet 
“wayward youth,” particularly with the dispersal of the 
nuclear family in urban areas. 

You could have legitimate contact with kids who 


otherwise are trying to get out of their families, their 
homes. So, to the extent that that’s possible, I’d like to see 
the age range expanded, and this might be done, in part, by 
just having the arcades with certain sections for the “older 
folks”’—the 20 and 30-year-olds. 

By having traffic patterns, such as dining areas where 
you can have a dispersal of the people, it would be more 
attractive. Some of the arcades now are so noisy and such 
hangouts. Older people won’t go in because there isn’t a. 
quiet place in them. So, when we are initially looking at 
these centers, we should do it in terms of behavioral 
architecture. 

For example you could have a common eating area. 
That’s a very good activity to have where you’re going to 
have interaction between strangers because it reduces 
anxiety. 


PLAY METER: There are some centers, like Chuck E. 
Cheese or Pizza Time Theatre, where the game area is 


separate from the eating area. Is that what you mean? 


GABLE: Yes, it is separate. But I’ve seen none which had 
several separate areas. You might have games, and not just 
video games, you might have other types of more sit-down 
games for older people in a different area than you had the 
kids hanging out, then have sound barriers built for these 
eating areas. So it’s a matter of looking at traffic flow and 
then escape hatches for the various groups. 


PLAY METER: When youre talking about the older 
group, you mean 20 and 30-year-olds. What about the 
elderly? 

GABLE: I don’t think we’re ready yet for the 40, 50, or 60- 
year-old group. It’s unfortunate. 
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PLAY METER: What other kinds of changes would you 
like to see in the concept of arcades? 

GABLE: I’d like to see the development of an information 
exchange center in which there would be displays, inter- 
active displays by various interest groups in the com- 
munity, on the order of some of those zappy museums like 
the Exploratorium (in San Francisco). 

You could have various displays that people could go 
around and play with and hang out with that could be by 
the local orchid society, the local motorcycle crowd, the 
chess champion, a health group—yjust think of all the 
groups and activities available. 

You could have these displays, and not just the old 
ones where you might just have brochures about the group, 
but something more interactive that people could go 
around. Then you could get the older age group perhaps. 
You have to just watch the noise level and insure safety. 


PLAY METER: At the Kaiser Hospital in Oakland, in 
the health library, there is a jukebox, and instead of 
records, you can punch up various health questions and 
then pick up a phone attached to the jukebox to hear the 
answer to the question. Is that the sort of thing you 
envision? 

GABLE: Yes, you could have interactive displays where 
you pick up the phone or something. But this could also be 
for games like “Test Your IQ.” For motorcycles, you could 
have something like “Sit down in this and ride the artificial 
motorcycle” as they have in some arcades. Arcades are 
going to have to grow and change and evolve. 


PLAY METER: What about your work in the future? Are 
you going to continue the surveys and time studies? 
GABLE: I’m less interested in what has happened than in 
what is going to happen. Therefore, I will continue to do 
these studies only on a minimal basis, realizing that it takes 
a great deal of money and effort to do an honest survey. 
My efforts will be largely in the designing of arcades and 
thinking about the future. 


PLAY METER: Is there anything else you’d like to 
mention? 

GABLE: Yes, you can’t stop technology by throwing a 
hammer at it. So if you don’t like video games or what’s 
happening, it’s like trying to stop a train. You don’t stop in 
the middle of the track and stick out your hand—or pass an 
ordinance. You find a better alternative so you can throwa 
Switch and the train can go in another direction. And that’s 
what I think ought to be said to those people who are 
concerned about any aspect of this entertainment tech- 
nology. They should ask, “How can we improve it?” 

Long ago, the New Jersey Legislature wanted to pass 
an ordinance banning X-ray machines in movie theaters 
because they thought unscrupulous men would use them to 
look through women’s dresses—not realizing that they’d 
just see a bunch of bones anyway. 

But there is a rush to legislate out of existence things 
we don’t like. We should put our creative efforts, particu- 
larly parents’ and law enforcement officials’ to different 
use. We could be saying, “Gosh, here we've got kids, they’re 
bored, they’re putting in a considerable amount of money, 
they’re high-energy, and they have lots of time. What can 
you do with money, kids, and time?” Can’t we drop 
something into that explosive mixture that will be 
educationally and socially valid? That’s the challenge. ¢ 


Studies in Video will continue in the Dec. 1 issue. 
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Mommy, please? 


By Laura Braddock 


Kiddie ride sales increase 


The carousel is still one of the most popular rides. 


Leo 
| 


Hydraulic rides seem to appeal to children now. 
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obert Versman and Thomas 
R Leon aren’t kidding around— 
neither are Warren G. 
Rosendahl Jr. and N. Earl Veatch Jr. 

They are leaders of the U.S. kiddie 
ride industry, and they don’t kid 
around when it comes to discussing 
increasing kiddie ride sales and an 
industry growing in recognition. 

Mel LaForce, Kiddie Rides USA 
marketing director, calls the increase 
in his business “substantial.” “The 
industry has exploded. Just like the 
entire industry has exploded, so has 
the kiddie ride industry exploded,” 
President Robert Versman said. He 
said his sales have more than doubled 
since last year. 

North American Amusement’s sales 
increase about 15 percent each month, 
said President Thomas Leon. Presi- 
dent Warren Rosendahl Jr. puts Utec’s 
increase at about 30 percent over last 
year’s sales. These three men said the 
buying trend began increasing 
between a year and two years ago. 

“Our sales have increased every year 
since we have been in business since 
1971,” N. Earl Veatch, president of 
Carousel, said. 

The reasons for the kiddie ride 
boom vary like the types of kiddie 
rides. Versman believes family 
oriented restaurants offer the kiddie 
ride market a feast of sales. Leon said 
the restaurants have not necessarily 
increased the market—they are the 
first businesses that recognized the 
potential of the rides. 


Realized a market 
“The people that have recognized 
the market are the family restaurants 


like Show Biz and Pizza Time. There 
are about 14 major chains that have 
gotten involved. There are only a 
handful of really sharp arcade opera- 
tors that are getting on the band- 
wagon—the regular street operators 
haven’t figured it out yet, and most of 
the arcade guys haven’t figured it out 
yet either,” Leon said. 

The men are quick to point out some 
of these advantages to operating 
kiddie rides. And their first reason is 
the most important to anyone con- 
sidering the rides. Their promoters 
claim they can make a great deal of 
money. In fact, Leon said some kiddie 
rides outperform video games. “A 
hydraulic helicopter outproduces Pac- 
Man in a Show Biz or Pizza Time,” he 
said. 

How much can a kiddie ride make? 
Figures given show that a lot of kids 
don’t let mom forget about the rides on 
the way out of the discount store. 

Rosendahl points to a 1979 market 
study by an independent research 
group to back his figures: “We came 
up with a figure then that between 
$250 to $300 a month was the national 
average paid on our rides. We know 
for a fact that the Nighthawk and 
Thunderbird (motorcycle rides) in 
locations have brought in excess of 
$450 a month.” 

Veatch estimated that some rides 
make more than $100 a week. “Many 
of them make less and still support 
themselves,” he said. “What has 
happened in the past was for years 
people that have been buying kiddie 
rides couldn’t make any money with 
them, so obviously they weren’t 
buying them,” Leon explains. “Now 


there are kiddie rides that are making a 
great deal of money.” 

Leon gave statistics for a hydraulic 
helicopter in an arcade: “I have never 
heard of less than $200 a week, and I 
have never heard of more than $600 a 
week.” 

Most operators have looked at 
kiddie rides as loss leaders—machines 
that historically don’t make money in 
themselves but attract the whole 
family into an arcade. Whether the 
rides are making what their promotors 
claim depends on the location, of 
course. 

However, there apparently is an 
industry trend toward buying coin-op 
equipment like kiddie rides which have 
a longer shelf life than the high- 
earning thoroughbred video games 
that are here today and gone tomor- 
row. 

Operators, afraid of the fast depre- 
ciation of nearly all coin-op equipment 
today, are beginning to see staples 
such as kiddie rides as the “bricks” 
upon which they can build their busi- 
ness. 

In years past, the jukebox was con- 
sidered the backbone of the industry. 
With its decline and the emergence of 
videos, the industry has become spine- 
less or invertebrate. We may see kiddie 
rides, and this type of equipment, 
establishing a backbone for the 
industry. 


Long life cycle 

The men also point out that kiddie 
rides generally have a long life span 
compared to other coin-operated 
games. They said seven to 12 years is 
an average life span. “It’s a long-term 


Only Utec sells through distributors 


f the four industry leaders inter- 

viewed, only Utec sells its rides 

through a distributing network. 
(See Play Meter, Aug. 15, p. 36) 


“Our long-range growth plans make it 
imperative to develop an effective distrib- 
utor network, completely supported by the 
manufacturer to provide mutual benefits 
to both the manufacturer and distributor,” 
President Warren Rosendahl Jr. said. 


Rosendahl, with a MBA in marketing, 
said he did a lot of research before starting 
the distributor network. “I frankly believe 
that the kiddie ride industry has suffered in 
not growing like it should because of the 
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poor philosophy of manufacturers. There 
has not been an allegiance established 
between manufacturer and the field,” he 
said. 

Utec made some distributor assign- 
ments. Caribe Amusements of Miami 
serves operators in South Florida. Auto- 
mated Consultants Systems distributes in 
Kentucky, and Westroe Distributors 
works with operators in Puerto Rico and 
the Caribbean Islands. 

But North American Amusement, 
Kiddie Rides USA, and Carousel sell their 
rides direct. 

“We have not aggressively chased after 
the distributors, and the distributors have 


not actively chased us. We are doing so 
much business direct, that at this stage, it 
seems to be working for us. But it should be 
somewhere down the line a distributors’ 
item,” said Thomas Leon with North 
American Amusement. 

Robert Versman, of Kiddie Rides USA, 
said his company works a little differently. 
It imports rides and is more or less the dis- 
tributor for the manufacturers. 

“We distribute ourselves,” said N. Earl 
Veatch Jr. of Carousel. Carousel sells 
directly to operators and sends sales people 
to trade shows. Veatch takes the approach 
that if you want to do something right, you 
have to do it yourself. e 
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investment that he (operator) can 
derive his tax benefits from and his 
depreciation,” Versman explained. 
“It’s not a six-month deal where he has 
to dispose of the ride and get another 
ride.” 

“The beauty is that kiddie rides will 
last for years and years, and they don’t 
have to constantly buy new ones all the 
time,” Leon said. 

Veatch compres the rides to juke- 
boxes. Kiddie rides are to the amuse- 
ment business the same way jukeboxes 
“used to be.” Both products have 
longevity. 

LaForce sees a depressed economy 
helping the industry. “A lot of people 
aren’t traveling as much and because 
of this reason, people are staying close 
to home, and they don’t want to 
deprive their kids of entertainment.” 

And a troubled economy can mean 
that parents are looking for inexpen- 
sive entertainment the entire family 
can enjoy. “The idea of family is more 
important today than it has ever 
been,” Leon said. “You used to be able 
to put a sign in front of an arcade and 
call it family—that doesn’t cut 
anymore. If you have kiddie rides, you 
are a legitimate family place.” 


Pleasing to play 

Once the children are in the arcade, 
the rides have to look inviting to them 
to make money. Hydraulic rides seem 
to appeal to kids right now, and three 
of the men said hydraulic rides are 
their most popular items. Jack Eckart, 
director of sales for Carousel, said the 
carousel is the company’s best-selling 
item, but he said the trend is toward 
hydraulic rides. 

“It’s due to the fact that the rides 
that were manufactured in European 
countries have been so much more 
sophisticated than the American-made 
rides,” Versman pointed out. “They 
introduced hydraulic rides which are 
the number one rides in the industry. 
They have also introduced the flashing 
lights and the sound. I think this has 
helped to activate the interest from the 
little children in the rides.” 

In the last couple of years, kiddie 
rides have not only gotten the interest 
of children, but they have also garnered 
attention from theme-oriented restau- 
rants and large arcade operators. 

How long will this trend last? 
Versman said it will eventually level 
off. “But right now it’s hot. We are 
having difficulty, just as the manufac- 
turers in the video game industry are 
having problems, making deliveries.” 

Who said kiddie rides are child’s 
play? @ 
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Operators speak out: 


Rides must catch 
child’s attention 


he young cowboy rams his foot 

into the stirrup, slides into the 

saddle, and grabs the reins with 

authority. He hears a clinking sound 

behind him, and all of a sudden, his horse 

begins moving, slowly at first but then 
gathering speed. 

People mill alongside the young cowboy 
and his brown horse, but he doesn’t care. 
In his mind, he pictures a band of outlaws 
galloping beside him. 

His horse begins to slow down during 
the chase. The horse stops. 

The people walking by the boy are 
shoppers at the local discount store, the 
sound that startled the horse into a gallop 
was a coin rolling through the slot, and his 
brown horse is actually a red and green 
kiddie ride horse. 

A red and green horse? 

“The ride must be appealing and eye- 
catching to the child,” explained Tom 
Dudley, owner of Kiddie Amusements, a 
company dealing exclusively with kiddie 
rides. “We think of horses being brown or 
black. But kids think more in colors. We 
work in good color coordinating com- 
binations that are bright to kids but not an 
eyesore to the stores.” 
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Color-coordinating rides 

Dudley operates 750 kiddie rides in 450 
locations in I1 states. He claims Kiddie 
Amusements is “the largest southern- 
based kiddie ride operation.” His red and 
green combination is a result of the color 
scheme of one of Dudley’s accounts— 
Howard Brothers discount stores. 

“I painted horses red witha green base to 
match their color codes. We discovered a 
kid likes a red horse,” he said. 

The operator said he does a lot of experi- 
menting with his kiddie rides to see how he 
can get maximum use out of them. 
Although kiddie rides generally have a 
long life span, they are still an investment. 

Dudley estimates that a new multi-ride 
costs from $2,000 to $3,000, while a single 
ride—“the cheapest good ride today”— 
runs from $1,400 to $2,000. Mel Pearlman, 
vice president in charge of amusements for 
Electronic Theater Restaurants, said a 
kiddie ride costs him from $1,000 to 
$4,000. 

The Pizza Time Theatre locations in 
Pearlman’s firm are in Ohio, Houston, and 
Atlanta. Each of the 12 locations has 10 to 
14 kiddie rides. 

Pearlman and Dudley offer some sug- 


Dudley rebuilds and paints equipment on a 30 to 36 month basis. 
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INTRODUCING..... (5) ...-- ML AY 
MONEYMAKING KIDDIE RIDES 


from 


The Original” 
KIDDIE RIDES U.S.A. 


(WE ARE THE §@U elm IMPORTER OF KIDDIE RIDES IN THE USA) 


HYDRAULIC HELICOPER (IT ROTATES) HYDRUALIC GALACTICAR (IT ROTATES) HYDRAULIC RED ARROW (IT ROTATES) 
“MOST PROFITABLE RIDE EVER” FLASHING LIGHTS, AND SOUNDS FLASHING LIGHTS, DIFFERENT MOTIONS, 
“A TERRIFIC RIDE” VARIOUS SOUNDS 


HYDRAULIC RED BARON 
(IT ROTATES) WORLD WAR | TRIPLANE SANTA FE TRAIN LOTUS RACE CAR 
“REAL LIFE ACTION” WHISTLE AND STEAM SOUNDS “ALWAYS A FAVORITE” 


MOTORCYCLE HYDRAULIC GOLDRAKE (IT ROTATES) BATTERY CARS 
SPINNING WHEELS AND REVING ENGINE FLASHING LIGHTS AND SOUNDS 


Plus: race cars, trains, motorcycles, animals, 
planes, carousels, boats, etc. 


“WE HAVE THE BEST PRICE...CALL US COLLECT, 
ASK FOR BOB OR MEL” 


“The Ouginal ” 
dh Do : BAN B 
Rye ES: 
U.S.A. 


COIN OPERATED KIDDIE RIDES MEAN CASH IN YOUR POCKET 


604 MAIN ST., DAVENPORT, IA 52803 


(319) 326-6467 
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BETTER SOUND MEANS 
BETTER BUSINESS... 


and you can favorably affect your 
bottom line by specifying Quam 
when making a loudspeaker 
replacement in your juke boxes, 
video games or background music 
systems. 


For more than 50 years, Quam has 
been a leader in the loudspeaker 
business. With a full line of 
microprocessor-compatible 
replacement speakers—ranging 

in size from the small speakers used 
in many electronic games, to the 8” 
configuration found in most ceiling 
systems, to the 12” and 15” juke box 
models—there’s a Quam speaker to 
suit your application. 


There’s also a Quam distributor near 
you, to supply that speaker quickly. 
Call us today for free literature and 
the name of your local source. 


Quam Speakers: 


The Sound Decision 


Quam-Nichols Company 


234 E. Marquette Rd., Chicago, IL 60637 
312/488-5800 


Stral Advertising Company, Inc. 
Project Q-1151-Ad No. Q-8107 
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Kiddie rides are placed on the mall side in The Fun Factory, Grod said. 


gestions to operators considering kiddie 
rides. 

In addition to red and green horses, 
Dudley also paints some of these animals 
yellow and zebra-striped. These are his 
major colors right now. 


What goes where 

How do you decide what type of ride 
should go ina location? Dudley said he con- 
siders what the child’s parents do or what 
the area offers in entertainment. Children 
reared around horses may prefer riding a 
horse. And when children see mom or dad 
driving a boat around the lake, they want 
to drive a boat at the local discount store. 

Where you place your equipment is 
another consideration. Pearlman said the 
12 Chuck E. Cheese locations have a 
specific kiddie ride area. 

Bruce Grod, district manager for The 
Fun Factory, with locations in Kansas, 
Michigan, New Mexico, Texas, and Utah, 


places his kiddie rides by the mall entrance 
sO parents know The Fun Factory is a 
family entertainment center before they 
walk in the door. “I really feel that The Fun 
Factory itself is a family entertainment 
center. We’re shooting at the family. We 
should give everyone something to do,” he 
said. 

The Fun Factory also features some 
kiddie rides on lighted platforms with 
bright lipstick red carpet. 

“Many times an operator will try to 
place the ride on the right hand side of the 
exit door (in high traffic locations such as 
discount stores) because the majority of 
people are right-handed, and when they 
leave the store, they have change. They will 
reward the child for being good in the store 
by letting him ride,” said Warren G. 
Rosendahl Jr., president of Utec. 


Safety first 
The National Kiddie Ride Association 
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In Pearlman's 12 locations, kiddie rides are grouped in a specific area. 
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Kiddie Rides 
Hydraulic Rides 
Cartoon Machines 
Balloon Machine 
Egg Machines 
Capsule Machines 


LOWEST PRICES IN THE COUNTRY 


THE LARGEST SELECTION 
OF KIDDIE RIDES AND 
AMUSEMENTS IN THE 


COUNTRY 


Bumper Cars Talking Robots 


LOWEST PRICES IN THE COUNTRY 


WE REPRESENT MORE FACTORIES 
THAN ANYONE ELSE IN THE BUSINESS 


UBI e 
MHI e 
F&W Associates e 
Bafco e 
MDC Designs e 
Whittaker Bros. ® 


Gas Go Carts 
Video Cars 
Water Games 


OVER 125 ITEMS 


Money Machines Coin Operated Robots 


Radio Controlled Robots 


Palm Reading Machine 
Handwriting Analysis Machine 
Mechanical Shooting Game 


Animated Clowns and Characters Astrology Machine 


Newborough 

Vending Int’ 
Continental Amusement 
Lumber Jacks 

Kasco 

DESIGN Plus 


Weight & Fortune Machines 
Arm Wrestling Machine Horoscope Machine 


Bio Rhythm Merchandisers 


e Johnson Products 
Par Amusements 
Destron 
Zytronics 
Kawasaki 
“Let the Good Times Roll’ 


This means a broader and more diversified selection...no waiting... 


~ Our service dept. is 2nd to none 
~ Replacement parts ‘‘same day’”’ 
- 10 years experience 
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NORTH AMERICAN 
AMUSEMENT GO. 


524 2ND STREET ROCK ISLAND. ILLINOIS 61201 


cal c8y... 309/788-0135 
LOWEST PRICES IN THE COUNTRY 


- Satisfaction guaranteed 
~ Representing the quality 
end of the business 


~ More modern ‘‘rides of the times’’ 
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The equipment can have a long life if it is properly maintained. 


also cautions Operators about ride place- 
ment. Rides shouldn’t be put too close to 
plate-glass windows and/or doors and 
don’t stretch electrical cords across aisles 
or in areas where people must walk. 

After an operator has situated his kiddie 
rides, his next step is maintaining them. 
Pearlman said there is a technician in each 
of the businesses. They are not only there 
to fix broken machines but to maintain 
them as well. “They oil and clean the equip- 
ment. They check for things that are 
getting loose,” Pearlman said. 

Dudley brings his equipment in to 
rebuild it or paint it on a 30 to 36-month 
basis. He said he used to rotate his rides 
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every three to four months, but gas prices 
have kept him from rotating them as much 
as he likes. 

He also said that inside sales are better 
than outside sales, but many of his loca- 
tions prefer the equipment placed outside. 
Outside locations can mean problems for 
operators. 

The vandalism is terrible,” Dudley said. 
“Vandalism is our biggest problem.” The 
operator cited two recent cases of vandal- 
ism with his equipment. In one incident, 
someone copied a master key and began 
stealing collections. Another incident 
involved people using electric saws to cut 
the posts off the rides. 


. 


Experimenting with different colors of paint is one way to attract 
attention to the rides. 


Finding parts 

At Pizza Time Theatres, the rides are 
inside the business. Pearlman said his only 
problem with the equipment is getting 
parts for foreign pieces. “We anticipate 
and have in stock some of the parts,” he 
explained. 

But the young cowboy doesn’t care 
about parts or vandalism. The _ horse, 
whether it be yellow, red, green, or purple 
is real to him because the operator has 
done his job through the ride’s appearance 
and his servicing. 

The horse begins moving, slowly at first 
but picking up speed. The young cowboy 
hands on for dear life... e 


Some kiddie ride operators employ technicians to get the equip- 


ment out of the shop and onto the locations as soon as possible. 
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Dudley estimates that a good single ride costs from 
$1,400 to $2,000. 
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MARYLAND 
STUDENT 
UNION 


Van Brook is #1 World Wide 


) 
A Keeping our Customers Number One has made Van ) 
Brook the Number One Leader in the Amusement & = 
ATARI Vending Token Industry. No other supplier can offer you: 


e Immediate, same day shipment on Stock Tokens and 
Accessory Items. 

¢ Buy-Back Agreement 100% on Stock Tokens. 

e Special-Sized Token Wrappers. 

e Wide array of all necessary Signs and Stickers. 

e Accessory Items in stock for immediate shipment. 


* Token Mechs (Metal & Plastic, 48 different sizes 
and types). 

* Cradles & Cradle Kits. 

* Push Chutes (Complete, Single-Token & 
Double-Token). 

Replacement Slides for Push Chutes. 

English #515 Roll-Down Acceptors. 

English 4 x 4 Replacement Cradles. 

Klopp Token Counters. 

Kwik Koin Token Dispensers. 
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e Expert Technical Advice & Assistance, based on 
many years of experience. 

¢ Professional Artwork & Design Service at no charge. 

e Hundreds of attractive Stock Dies. 

e NOTES & QUOTES Promotion Booklet (up-dated 
and revised periodically). 

e Exporting Expertise -- We know the Export Market, 
and how to solve its complex problems. 

e Product Exellence -- Van Brook Standards of 


Precision and Quality Control are the highest in 
the Token Industry. 


Phone or write for catalog & samples 


wee dpa 


HOLIDOME 


RECREATION 
CENTER 


Copyright © 1982 © Van Brook of Lexington, Inc. ¢ All Rights Reserved. 


VAN BROOK OF LEXINGTON, INC. ¢ P.O. BOX 5044, LEX. KY. 40555 
———amp (606) 231-7100 em_—_— 
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The Unlikely 
is Likely 


“-_———. 


ho doesn’t have fond 
memories of riding the coin- 
operated horse in front of 


the local discount store as a child? Or 
who hasn’t indulged his children in a 
few moments of excitement on a 
similar kiddie ride? 

The horse is still a very popular 
kiddie ride although now there are 
spaceships, helicopters, and many 
more creative kiddie rides enticing 
children into pleading with mom and 
dad for a ride. 

Maybe kiddie rides have more or 
less been taken for granted, but with 
the onset of places such as ShowBiz 
Pizza and Pizza Time Theatre, kiddie 
rides are being re-introduced as a 
viable part of the coin-op amusement 
machine industry. 

However, anyone debating about 
whether or not to incorporate the 
operation of kiddie rides into his 
business should consider his added 
insurance needs. 

Operating kiddie rides is a whole 
new ball game when it comes to your 
liability. Just the fact that the rides 
have motion is enough to cause them 
to be excluded in many cases from 
your general liability that youcarry on 
your business. 

Although the kiddie rides are cute, 
small, and not very intimidating, here 
are a few examples of freak accidents. 


Consider the unusual 
Bobby Boasberg of New Orleans 
Novelty Co. cites two incidents 
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involving kiddie rides. He emphasizes 
that there was very little injury, but at 
the same time, the incidents show what 
you as an operator should be aware of. 

“An elderly lady was putting her 
grandson on one of the carousel rides, 
and as it started revolving, her purse 
got caught on the ride and she was 
dragged down,” Boasberg recalls. 

“In another instance,” Boasberg 
continues, “another older person was 
just sitting on the ride and someone 
inserted a coin, and she was thrown off 
the ride.” 

This is not very likely, of course, but 
it just makes you realize that the most 
unlikely things do happen. 

Jack Eckart, of Carousel Inter- 
national, a large operator of kiddie 
rides, reassures operators that, “The 
kids probably do more damage to 
the rides than the rides do to the 
children!” He also points out that 
“kids will be kids. Most accidents only 
amount to horseplay.” 

But whether an injury or accident is 
horseplay or not, there is still the 
possibility that the operator is going to 
be sued. With everyone today sue- 
crazy, the operator has to be prepared 
for even the most unlikely occurrence. 


The more, the better 

“In this day and age, you have to be 
insured, and the more you can afford 
the better. It seems to be that no matter 
how minor the injury the first thing a 
person will do is run to his lawyer,” 
Eckart elaborates. 


By Valerie Cognevich 


Eddie Ducasse, who works with an 
insurance agency that has insured 
kiddie rides, states that he does not 
recall any claims against operators of 
the kiddie rides. But he points out that 
the reason insurance companies don’t 
like to insure kiddie rides is because of 
the potential for loss. 

Just the fact that they move makes 
them a hazard. A person could trip on 
a ride, or a child could fall off and hit 
someone. This may be farfetched, but 
insurance companies are sometimes 
Over-cautious. 

So the rates for insurance on kiddie 
rides will be higher because of the loss 
potential. 


Purchasing insurance 

If you are thinking about operating 
kiddie rides (They can be very 
profitable.), check with your insurance 
agent handling the liability on your 
business. Some coverage specifically 
excludes kiddie rides, and a separate 
endorsement is included in the policy 
spelling this out. 

Especially read the fine print! If 
your policy does exclude kiddie rides 
(or specifies anything with motion), 
inquire about adding a separate policy 
covering kiddie rides. 

If the company that insures your 
business does not want to cover the 
kiddie rides, your agent can go 
through a surplus lines company that 
can write the coverage on them. 

According to Ducasse, if you plan to 
operate kiddie rides in some type of 
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mall location, the lease you sign with 
the mall may have a minimum 
requirement for liability coverage. 
Malls, Ducasse points out, generally 
require high liability limits. 

Another alternative for securing 
coverage on kiddie rides is through the 
National Kiddie Ride Association 
located in Woodland Hills, Calif. This 
association handles coverage on a 
large volume, so the price of the 
coverage may be lower than you could 
secure from another company. 

Ducasse also mentions an “umbrella 
policy” that picks up where your 
underlying policy leaves off. He gives 
an example of how this works. “If you 
have an underlying policy with a 
$300,000 limit, and you are sued and 
have a $500,000 judgment against you, 
your underlying coverage would pay 
the $300,000 which is its limit,” he 
continues. “Your umbrella policy 
would then pick up there, and pay the 
additional $200,000.” 


Responsibile for losses 

When operators place kiddie rides 
in locations, they should be aware that 
in almost all cases the operator is 100 
percent responsible for any accidents. 

The manufacturer of the rides 
carries insurance to cover any losses 
that may occur because of defects in 
the product itself. So if something 
happens as a result of the construction 
of the ride, the manufacturer would 
then assume the responsibility. 

If an operator is placing rides in 
fairly large locations, he may be 
required to sign a “Hold Harmless” 
clause that would leave the location 
completely free from any and all blame 
should an accident occur. This 
exposure is picked up under the 
Operator’s policy. 

The ironic thing about this, accord- 
ing to Ducasse, is “Even if an employee 
of the location accidentally does 
something to that ride to make it 
dangerous (such as plugging it into the 
wrong current, etc.) the operator can 
still be held liable for the loss.” But, 
Ducasse says, “It’s just part of the risk 
an operator takes.” 


Determining the premium 

“Most companies quote a premium 
for kiddie rides insurance according to 
the gross receipts the rides take in. 
Most companies are getting away 
from a flat fee,” Ducasse states. This 
makes it more fair to each individual 
especially if one has a $50,000 gross 
per year on kiddie rides and another 
only has $10,000 gross per year. 
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An audit at the end of the year can 
determine the additions or deletions of 
kiddie rides, and adjust the premium 
to the new gross receipts for that policy 
term. 


Know your manufacturer 

Boasberg of New Orleans Novelty 
Company gives several tips when 
considering where to buy your kiddie 
rides. 

Make sure you are dealing with a 
reputable manufacturer. Know who 
his distributors are and what kind of 
reputation that distributor has, he 


says. 


Ask for references and maybe even 
talk to several satisfied (or dissatisfied) 
customers to find out if that is the type 
of distributor you want to deal with. 


The kiddie rides you operate should 
be kept in tip-top shape at all times to 
lessen the risk of accidents, he 
continues. So the equipment you start 
off with should be as reliable as 
possible. 


Kiddie rides offer an alternative 
source of income for the coin-op 
amusement industry and may well be 
worth the extra insurance you must 
secure. ® 


Cars - Trains - Boats - Planes 
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Mario Andretti 
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Van Brook of Lexington, Inc. 
P. O. Box 5044 ¢ Lexington, Ky. 40555 
Area Code 606 ¢ 231-7100 


Phone or write for catalog & samples 
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How to pump-up 
your depreciation... 
legally 


ash Flow is the name of the 
( game for the operator. From 

an operational standpoint, any 
good operator can produce a long list 
of “must-do’s” and “must-not-do’s” to 
be successful. But from a tax stand- 
point, cash flow is spelled D-E-P-R-E- 
C-I-A-T-I-O-N. 

When President Reagan signed the 
Economic Recovery Tax Act of 1981 
(ERTA), new depreciation rules were 
created. For the coin-op amusement 
industry, the new depreciation rules 
come off as a good news, bad news 
joke. First, the good news—the real 
estate depreciation rules are great. 
Now, the bad news—you may have to 
sell the real estate to comply with the 
“game” depreciation rules. 

This article will analyze a portion of 
the new law. 


The new law in a nutshell 

Under ERTA, depreciation has a 
new look and a new name—Acceler- 
ated Cost Recovery System (ACRS). 
The system is substantially simpler 
and scraps the old Asset Depreciation 
Range and facts and circumstances 
system. Gone is the concept of useful 
life. 

Technically, under ACRS you don’t 
depreciate property; you recover 
capital costs over “statutory recovery 
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(Part 2 of a two-part article) 


By Irving L. Blackman & 
James L. Harfield 
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periods.” The recovery period depends 
on the “class of property.” There are 
four classes of recovery property: 
three-year, five-year, 10-year, or 15- 
year. 

The prime examples of three-year 
property are automobiles and light 


Bor the coin-op 

amusement industry, 

the new depreciation 

rules come off as a 

good news, bad news 
joke. 
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trucks. Real estate, whether residential 
or commercial, is 15-year property. 
Few readers, if any, would ever own 
10-year property which includes such 
property as railroad cars and public 
utility property. 

Video games, pinball machines, and 
similar games are five-year property. 


Classes of recovery property 


The class of recovery property 
determines the period of time over 
which it may be recovered. The central 
language of the old law, “a reasonable 
allowance for the exhaustion, wear, 
and tear,” is strikingly absent from the 
new law. Instead, ACRS_ property 
must be written-off over one of four 
recovery periods. 

A few new ground rules aid in the 
simplification of ACRS. The same 
recovery period is used for old and new 
property. More good news. Salvage 
value is not required. The entire cost of 
the property is depreciable over the 
class life of the asset. This is true for 
real estate as well as personal property. 


Methods of depreciation 

Basically, under the new law there 
are only two methods of cost recov- 
ery—the statutory percentage or a 
straight-line election. The statutory 
percentage automatically gives you the 
benefits of accelerated depreciation 
via a series of official IRS tables. There 
are actually three tables for each class 
of property depending on the year the 
property is placed in service: (a) 1981 
through 1984; (b) 1985; and (c) after 
1985. 

The straight-line method can be 
elected as an alternative to the statu- 
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tory method. In addition, you may 
elect to exclude property from the 
ACRS rules and depreciate it under 
the unit-of-production method or any 
method of depreciation not expressed 
in a term of years. 


Real estate—a delayed time bomb 

ERTA dictates that real estate be 
depreciated over 15 years. That’s 
good. You have a choice of two 
methods of cost recovery: the acceler- 
ated method, which yields larger cost 
recovery deductions in the early years; 
or the straight-line method, which 
gives you the same deduction—but 
smaller than the accelerated deduction 
in the early years. But careful, there isa 
potential tax trap. 

Here is a simple—but practical— 
example that will make you stop and 
think before electing the accelerated 
method for commercial real estate. 
Sam Smart, who is ina solid 50 percent 
tax bracket, pays $400,000 for a new 
game room_ building—$100,000 is 
allocated to the land, $300,000 to the 
building. Sam elects the accelerated 
method. 

After 15 years, Sam sells the building 
for $500,000. (Remember, after 15 
years, all of the building’s cost has 
been recovered via deductions.) The 
building’s tax basis is zero; the land’s 
tax basis is still $100,000. Therefore, 
Sam’s profit is $400,000 ($500,000 sale 
less $100,000 tax basis). The tax bill on 
this profit is $200,000 ($400,000 x 
Sam’s 50 percent tax bracket). Because 
Sam used the accelerated method, 
ERTA “recaptures” all of the cost 
recovery deducted. The recaptured 
amount is taxed as ordinary income. 
Ouch! That is the trap. Maybe this is 
Congress’ way of punishing those that 
take a current tax break. 

Suppose, instead, that Sam _ had 
elected the straight-line method. Then, 
the $400,000 profit would be taxed asa 
capital gain. The top capital gains rate 
of 20 percent would result in only an 
$80,000 ($400,000 x 20 percent) tax 
bill—compared to $200,000 in the first 
example. e 


Irving L. Blackman and James L. 
Harfield are partners in Blackman, 
Kallick & Company, Ltd., Certified 
Public Accountants, offices in 
Chicago (180 North LaSalle Street, 
Chicago , IL 60601), Miami, and 
Houston. Irv’s firm has established a 
HOTLINE to answer the tax and 
accounting questions of Play Meter 
readers. Call Jim or Jerry Sauve at 
312/782-3424. 
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Pizza Gameroom Tokens 


PIZZARCADE , 


ie 


fas 


Ap 356-6929 
Caps SS 


4 Fais.© 


Copyright © 1982 


Van Brook of Lexington, Inc. 


P. O. Box 5044 ¢ Lexington, Ky. 40555 
Area Code 606 ¢ 231-7100 


Phone or write for catalog & samples 


35 


Playing the market: 


Take stock of the current trend, 
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Who wouldn’t want a Pac-Man 
for Christmas? 


By Roger C. Sharpe 
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still profit 


f you managed to keep your head 

during the summer when business 

wasn’t the best, you have to 
recognize that the assault has lessened 
somewhat in terms of new releases. In 
many ways, a saturation plateau has 
been reached, which is the way I think 
it should be described, since the infer- 
ence isn’t to suggest that the down- 
ward slope will continue. 

In analyzing the situation, it 
becomes clear that the market can only 
handle so much of the same type of 
equipment. The shake-out (as many 
will call it) is due really not to the fact 
that all locations have been tapped to 
their limits, but rather that the multi- 
ple purchase philosophy has run its 
course with the current caliber of 
machines. 

The reason is that the sudden entry 
of companies trying to capitalize on 
the video phenomenon has only 
glutted the market with copies and 
similar renditions of what have been 
the classic games of the last two years. 
Add different names, graphics, sound 
effects, and what-have-you and you’re 
still stuck within the same generation 
of design that hasn’t advanced as 
rapidly as it could. 

If you don’t catch the line of rea- 
soning, just look at the number of 
maze, or even maze derivative games, 
that have burst on the scene. The same 
can be said for other motifs as well, 
reducing the player’s selection of 
viably different challenges. Or, put 
another way, the video game manufac- 
turers have taken what pinball manu- 
facturers used to do (and had the 
luxury to afford because of popular- 
ity) by just rearranging the ‘features’ 
without rocking the boat. 


Safe but sorry . 

It’s admittedly a safe way to do busi- 
ness and one that doesn’t increase pro- 
duction and development costs unnec- 


essarily. However, the video player is 
different than the old-line pinball 
player, so the old-line rules and phi- 
losophy really don’t endure as they 
used to. The proof of this is in the 
sharp drop-off of seasonal business. 
Although a given within the industry 
on an annual basis and always the case 
to some extent, seasonal business has 
never suffered to this degree—even 
with economic recession at hand. 

If nothing else, the adjustment has 
been a healthy realization that the well 
can indeed run dry if it’s not filled with 
new sources of nourishment. And so 
operators, as well as distributors, have 
become far more selective in their pur- 
chases, and the wealth of filler games 
has suffered because there is no void 
to service. In fact, at this stage, the 
industry finds itself product rich in 
terms of quantity and demand poor in 
terms of just what’needs must be filled 
no matter what the location or the 
finicky nature of its players. 

On the other side of this is the very 
real issue of replacement equipment. 
What will the trend be when the over- 
flow becomes a very real consideration 
for making space available to fit in a 
standout machine? Or what will be the 
bottom line for trade-ins of recent 
vintage? Already the battle lines have 
seemingly been drawn, and things are 
tight to say the least. 

In many ways this situation parallels 
the 30s when the games, primarily 
pins, dominated the business, and 
models were churned out with increas- 
ing frequency. Stories abound of good 
condition games priced originally at 
about $20 to $40, suddenly worth on 
resale or trade-in only $10. 


Apply to today 

Although the span in value may not 
seem indicatlye of today’s advanced 
state of the art, just try to envision a 
similar circumstance with appropriate 
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Roger Williams 
Mint 
TOKENS 
COST LESS 


Here’s why: 


@ We're the largest manufacturer 
of tokens in the country. 

@ You buy direct. 

There’s no middleman. 


© Immediate, same-day shipment on stock tokens and accessory items. 
@ Wide array of all necessary signs and stickers. 
@ Token mechs. (metal and plastic) @ Cradles and cradle kits 
© Expert technical advice and assistance. 
@ Professional artwork and design service at NO CHARGE. 


Roger Williams Mint" 


Northwest Industrial Park, 79 Walton St., Attleboro, MA 02703 
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Count 
Tokens 
Coins 
with 
durable 
KLOPP 
Counters 


Counts 25¢, 10¢, 5¢, 1¢ 
Plus 4 Token Sizes 
ts) 


accurate, portable, 
manual or electric, 
rugged construction, 
one year warranty 
) 


Made in USA. 
no plastic, always reliable 
® 


successful operators use 
KLOPP counters - 
JUST ASK ONE 


® 
also SORTERS 
for 25¢ - .984 
and other tokens 


call us for the name 
of your distributor 


KLOPP. 


KLOPP INTERNATIONAL, LNC. 


P.O. Box 708 
Pinellas Park, Florida 33565 
(813)522-9425 


AMOA Booth #2319 


dollar amounts substituted. You get a 
very real idea of what is about to come. 

It’s not all doom and gloom, how- 
ever, nor do I want to sound an alarm 
that is without hope. There will, after 
all, be positive results from all this— 
not the least of which will be a tem- 
porary sensitivity to new games and 
whether they have the strength and 
staying power to make it over the long 
haul. The games will become better to 
serve the operator who has been 
burned once too often. 

Also, those locations that have been 
large enough to sustain the flood of 
equipment, but now find space at a 
premium and vintage games no longer 
pulling their weight, will suddenly find 
some games’ usefulness questioned. 
What’s the games’ incremental value 
to the total take vs. the space they 
occupy? After all, how many Space 
Invaders or even deluxe models are 
still pulling their weight in proportion 
to the other games in the lineup? 

Are six of one game really an unnec- 
essary and counterproductive luxury 
at this late date? Or would a location 
best be served by having only one or 
two? And if you consider the other, 
less notable, models that have done the 
job, it is easy to imagine that the re- 
evaluation or just the need for more 
cost-effective space will squeeze them 
out of the picture. 

Remember the story about the ’30s 
and the prices at the time? The punch- 
line was that many distributors with 
nowhere else to turn in an attempt to 
salvage any real value, just buried the 
pins in a back room or, in some cases, 
literally buried them in the ground 
rather than submit to the monies they 
would have brought in return. 


Last hope 

It may not become that extreme, but 
I’d lay odds that when the time comes, 
an avenue not really open 50 years ago 
will become the prime source for this 
modern age as the last hope and road 
of least resistance. 

What you’ll find will be the renewed 
growth of the home market, the likes 
of which will surpass the wildest 
dreams of those golden days in the 
mid- to late ’70s when pinball ruled the 
roost and almost anyone with space in 
a den, rec room, or even living room 
were paying to bringa bit of the arcade 
home. 

And although you might well say 
that the home computer/ video game 
center has cornered that market— 
which I admit has been substantially 
dented—what real game player or 


status seeker residing in the suburbs 
wouldn’t want to own the real McCoy 
in addition to its cartridge counter- 
part? And if the prices aren’t totally 
beyond reason, don’t think that this 
won't be attempted or that it won’t 
succeed. 

If all things remain equal and the 
video game explosion endures, which 
it shows no sign of doing otherwise, 
the Christmas season is going to be 
highlighted by not just the toy and 
computer manufacturers selling their 
knock-offs of the real thing. The 
season will feature the real-life inspira- 
tions standing alongside their far less 
substantial cousins, competing for 
that holiday gift dollar in distributor 
showrooms, locations, and even the 
envisioned rebirth of that cottage 
industry—the retailer/refurbisher of 
coin-op equipment selling not only 
games but also follow-up service. 

The scenario isn’t that difficult to 
imagine, and if you do believe that the 
forecast can become fact, go to many 
game rooms and arcades today and 
you'll see small signs offering the sale 
of equipment. Isn’t the time right to 
rethink what you might have been 
previously considering? Especially if 
you’re in the position to take advan- 
tage of the situation, doesn’t it pay to 
take a closer look at the option, and 
see how you might come out ahead on 
it and stir up some excitement? 


Donate games 

Another very real option open, one 
with immense tax consequences that 
has only been touched on in a limited 
way, 1s to donate those vintage sur- 
vivors or even relatively new models 
that have overstayed the usefulness to 
local charity organizations, hospitals, 
youth centers, and the like so that the 
games can still fill a very valuable 
need. Not only is the suggestion here 
one of built-in promotional value and 
a philanthropic sense of giving some- 
thing back to the community, but 
given the numbers thrown around in 
the media as to the worth—in earning 
power—of all video games (sometimes 
in excess of $500 per week), you’ll also 
find that your tax accountant may 
make the pot that much sweeter and 
irresistible when it comes to doing 
your books. 

It’s at least an option worth con- 
sidering, with consequences far beyond 
that of normal day-to-day business. 
But no one is to say that whatever you 
ultimately do, you haven’t kept up 
on the comings and goings of the 
market. e 
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Durant... 


PLAY 
AFTER 
PLAY 


t 


YOU CAN DEPEND ON 
THE ACCURACY OF 


SUBMINIATURE COUNTERS 


They’re the “asked-for’ counter in 
today’s video games. 


One of the most common and vexing problems 
that operators of video games experience is a 
play-metering counter that’s inaccurate. It not only 
complicates bookkeeping but it takes a game out 
of play for service. That’s why those who have 
discovered the accuracy and reliability of the Durant 
SE Series counters are asking game manufacturers 
to furnish them in every new game they buy. 

lf you haven't discovered the benefits of this 
reliable and affordable counter, we invite you to 
use one the next time you need a replacement or 
ask that one be included in the next new game 
you order. 

You'll find it’s everything you expect a counter 
to be — a six figure, non-reset counter with 
easy-to-read .156” high bold white numerals behind a 
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dust-sealed window — completely adaptable to any 
type of mounting and power requirement — capable 
of 600 counts per minute and a long life of several 
million counts. Best of all, the Durant SE Series 

is aS competitively priced as any available today. 
Furthermore, it’s domestically manufactured by 

a worldwide supplier of counting instruments, 
responsive to the needs of users in all types of 
vending, commercial and industrial applications. The 
Durant name has been synonymous with quality and 
dependability since 1879. It’s been a name to count 
on for service too, through its network of U.S. 

sales offices. 

Don't play the waiting game — get complete 
information on the “asked-for” counter in video 
games by writing or calling Durant Products, 

Eaton Corporation, 901 S. 12th Street, 
Watertown, WI 53094 « 414/261-4070. 


Electrical/Electronic 
Control 
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TAX TIPS 


Lo | 
n< 


Irving L. 
Blackman 


Watch out! The IRS’ 


Many taxpayers resent the IRS’ 
“Big brother is watching you” 
approach. But like it or not, the IRS 
has the job of making sure taxpayers 
comply with the law. On balance, the 
IRS does a fine job. 

If you don’t report income, the IRS 
would like to know. The “information 
return matching program” is a key 
toward helping accomplish this objec- 
tive. The commissioner of Internal 
Revenue revealed some interesting 
numbers in his 1981 annual report. 
Would you believe that 645 million 
information documents were received? 


About 840 out of every 1,000 of these 
were matched to verify that correct 
amounts were reported on taxpayers’ 
returns. 

More than 1.2 million taxpayers 
were notified in 1981 of potential dis- 
crepancies between income reported 
on their tax returns and income shown 
on the information returns. The infor- 
mation returns were also used as the 
basis for notifying 1.6 million tax- 
payers of apparent failure to file tax 
returns. 

You might as well know it, the IRS 
seems to have found a good friend in 


P.C. BOARDS 


—Fully Licensed, No Knock-Offs! 


CABINETS 


—Easily Adaptable To Any Game! 


MONITORS 


—The Latest In Video Technology! 


GAME PARTS 


—Power Supplies, Isolation Transformers, 


Joysticks, and More! 
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computer may get you 


the computer. There is little likelihood 
that the information return program 
will do anything but grow. 

Honesty is still the best policy. @ 


Irving L. Blackman is an attorney and 
the senior tax partner of Blackman, 
Kallick & Company, Ltd., Certified 
Public Accountants. Offices in 
Chicago (180 N. LaSalle St., Chicago, 
IL 60601), Miami, and Houston. Irv’s 
firm has established a HOTLINE to 
answer the tax and accounting ques- 
tions of Play Meter readers. Call Irv or 
Jim Harfield at 312/782-3424. 
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EASTERN MICRO 
ELECTRONICS, INC. 


42D World’s Fair Drive 
Somerset, NJ 08873 


(201) 469-9690 
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Mail Order Electronics - Worldwide ® 


ameco 


ELECTRONICS 
COMPLETELY SELF-CONTAINED 
REQUIRES NO ADDITIONAL SYSTEMS FOR ITS OPERATION 


OPERATIONS AVAILABLE: 


@ PROGRAMS AND VALIDATES EPROMS 
CHECKS FOR PROPERLY ERASED EPROMS 
EMULATES PROMS OR EPROMS 

RS232C COMPUTER INTERFACE FOR 
EDITING AND PROGRAM LOADING 


JE6G664 EPROM PROGRAMMER 


8K TO 64K EPROMS — 24 AND 28 PIN PACKAGES 


LOADING DATA INTO RAM BY KEYBOARD 
CHANGING DATA INTO RAM BY KEYBOARD 
RAM LOAD FROM AN EPROM 

COMPARE EPROMS FOR CONTENT DIFFERENCES 
EPROM COPYING 
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The JE664 EPROM Programmer emulates and programs various 8-BIT-WORD EPROMS from 8K to 64K-BIT memory capacity. Data can be 
entered into the JE664's internal 8K x 8 BIT RAM in three ways: (1) from a ROM or EPROM; (2) from an external computer via the optional 
JE665 RS232C BUS; (3) from its panel keyboard. The JE664’s RAMS may be accessed for emulation purposes from the panel’s test socket to 
an external microprocessor. In programming and emulation, the JE664 allows for examination, change and validation of program content. The 
JE664’s RAMS can be programmed quickly to all “1’’s (or any value), allowing unused addresses in the EPROM to be programmed later with- 
out necessity of “‘UV” erasing. The JE664 displays DATA and ADDRESS in convenient hexadecimal (alphanumeric) format. A “DISPLAY 
EPROM DATA” button changes the DATA readout from RAM word to EPROM word and is displayed in both hexadecimal and binary code. 
The front panel features a convenient operating guide. The JE664 Programmer includes one JM16A Jumper Module (as listed below). 


POWER INPUT: 115VAC, 60Hz, less than 10W power consumption. SIZE: 15-5/8"L x 8-3/4"D x 3-1/2”H. 
ENCLOSURE: Color-coordinated, light tan panels with molded end pieces in mocha brown. WEIGHT: 5-3/4 Ibs. 

MODEL NO. PRICE 
JE664-A .... EPROM PROGRAMMER—ASSEMBLED & TESTED (INCLUDES JM16A MODULE)...... $995.00 


JE665 RS232c INTERFACE OPTION — The JE665 RS232C Interface Option implements computer access to the JE664’s RAM. A 
sample of software written in BASIC is provided for the TRS-80® Model |, Level I! Computer. Baud Rate: 9600; Word Length: 8 Bits — Odd 
Parity; Stop Bits: 2. This option may be readily adapted to other computers. 


JE664-ARS.... ASSEMBLED & TESTED (INCLUDING JMI6A MODULE). ....... 0... $1195.00 


EPROM JUMPER MODULES 


The JE664’s JUMPER MODULE (Personality Module) is a plug-in Module that pre-sets the JE664 for the proper programming pulses to the 
EPROM and configures the EPROM socket connections for that particular EPROM. 


JE664 EPROM EPROM JE664 EPROM EPROM ee 
JUMP. MOD. # MANUFACTURER JUMP. MOD. # MANUFACTURER 
AMD, MOTOROLA, AMD, FUJITSU, NEC, 
JMO8A 2708 NAT'L, INTEL, Tr | $14.95 JM32B 2732 HITACHI Inger | 1430 
2716 INTEL, MOTOROLA, MCM68764 
TMS2716 
JM16B Dalene MOTOROLA, T!_ | $14.95 JM64B 2764 INTEL $14.95 
JM32A TMS2532 MOTOROLA, TI | $14.95 JM64C TMS2564 $14.95 


CHECK FOR AVAILABILITY OF JUMPER MODULES FOR EPROMS NOT LISTED ABOVE. 
Please include $5.00 Postage and Handling and 6%% Sales Tax (Calif. residents). 


JAMECO ELECTRONICS, 1355 SHOREWAY RD., BELMONT, CA 94002 (415) 592-8097 
PLAY METER, November 1, 1982 61 


PR PROBLEMS/ 
PR SOLUTIONS 


The TV Talk Show 


Because of its feature or soft-ware 
approach, a TV talk show is an ideal 
medium for you to discuss video 
games. But, if you have never been 
invited to appear on a show, how do 
you go about getting on? 

The best approach is to write the 
producer of the program. Call the 
station to get his or her name, then 
write what is known as a “pitch” letter. 

In the letter, suggest a story idea, 
such as “Are video games educational 
for youth?”—then briefly outline your 
opinion on the topic, and suggest 
yourself as an expert available to dis- 
cuss it on the show. Include two items 
with the letter: (1) a one-page bio- 
graphical sketch, and (2) a fact sheet 
on your business and its contributions 
to the community. 

Once you’re invited to appear on the 
show, take the time to prepare yourself 
for the interview and get your facts 
ready. 

Your preparation also should 
include boning up on the program and 
its host. Here are a few questions you 
should ask when you’re invited to 
appear: 

e Will there be other guests? Who? 

e How long is the interview to be? 

@ Who is the interviewer? 

@e What general areas 

covered? 

@ What time should you arrive at 

the station? 

@ Will it be taped or live? When will 

it air? 

e Do they want visuals, such as a 

slide of a video game? When 
should you get that to the station? 


will be 


What to say when... 


@ Can you challenge the host to 

play a game on the air? 

Do your homework on the program 
by watching it. What time of the day is 
it shown? Who will be watching— 
mothers, children, or the whole 
family? What’s the 
approach? Is he friendly or relaxed? Or 
does she take an investigative 


approach? 


The TV News Interview 


Unlike the soft approach of a TV 

talk show host, a news reporter will 
ask the tough questions. That doesn’t 
mean you should avoid him or be any 
more nervous about the interview. 
* The key point to remember with a 
news interview is that you will have 
less time to answer the questions. If 
you try to give lengthy, roundabout 
answers, they will be edited and your 
most important point may be lost. 

For this reason, strive for short, 
Snappy answers in a 30-second 
“nugget.” Turn a reporter’s question to 
your advantage. 

For instance, to get across the idea 
that video games are enjoyable and 
harmless entertainment, you might 
answer a reporter’s question on 


interviewer's , 


whether games are gambling this way: 
“No, the games are not like gambling 
because they don’t pay off the player. 
But they are enjoyable entertainment 
for everyone, and people may want to 
play them often to improve their 
skills.” 

Here are some common mistakes 
business people make in interviews: 

e Assuming the reporter is “out to 
get me.” You shouldn’t think 
because a reporter asks a certain 
question, he supports that posi- 
tion. Thinking so may make you 
unnecessarily defensive. 

e Assuming everything you Say is 
going to be aired. Strive for short 
“nuggets.” 

e Assuming you have no control 
over the interview but are simply 
at the mercy of the reporter. 
You're entitled to be treated with 
dignity. Media professionals 
make their share of mistakes. 
Don’t feel shy about asking them 
to repeat a question or correcting 
them. You know your business 
better than they do. 

If you have achance, get acquainted 
with a reporter during the setup period. 
You can find out how much he knows 
about your business and let him know 
where you stand. 


Appearance 

Although you will want to appear 
natural, there are some generally 
accepted rules about what to wear on 
television. Avoid high-contrast or 
flashy clothes. Plaids and pinstripes, 
unless they are subtle, will vibrate on 
the screen. These will detract from 
what you have to say. A medium gray 
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suit, blue shirt, and plain tie are the 
most effective. 

If you’re balding, you may need a 
light dusting of powder, which the 
station will have on hand. If you’re 
nervous and perspire a lot, use an 
astringent lotion. 


Body language 

Nervousness before a TV appear- 
ance is normal. To relax yourself just 
before going on the set, take a half- 
dozen deep breaths. This will increase 
your oxygen supply. slow your heart 
rate, and make you feel more relaxed. 

Don’t smoke on the set. It detracts 
from what you’re trying to say. 

Let your enthusiasm show; sit up; 
lean forward; smile. But restrict your 
gestures. TV is an intimate medium 
and often all that shows is your head 
and shoulders. If you make a broad 
gesture, not only will it be lost, but also 
the camera may lose your head while 
you’re making it. That doesn’t mean 
you should forget about the rest of 
your body. Once in awhile the camera 
will do a long shot. 

If you have a prop—such as a 
game—let the producer know ahead of 
time so he can prepare for a close-up. 

In general, talk to the interviewer 
and ignore the camera. Listen 
attentively. Many times the director 
will be taking reaction shots of you as 
the interviewer speaks—so you're 
always “on.” 

Microphones are highly sensitive. 
Let the station personnel attach it to 
you and take it off, and don’t touch it 
during the interview. 


Radio Interviews 


Radio news operates on even tighter 
schedules than television news. The 
average radio interview lasts just a few 
minutes, and of that, less than a minute 
will probably be used on any one news- 
cast. Thus, your responses should be 
especially short and to the point—no 
more than 30 seconds or about 120 
words. 

Editing is the rule, so isolate your 
main point at the beginning of your 
answer. Expect everything to hit the 
cutting room floor unless it is espe- 
cially exciting or entertaining. 

Most radio interviews are taped 
over the phone. For engineering rea- 
sons, the interviewer sometimes has to 
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tuck the telephone mouthpiece under 
the chin, so his or her voice may 
sound somewhat remote. Resist your 
natural impulse to speak in a half- 
shout as you would over a genuinely 
bad connection. 

Be especially careful not to overlap 
the interviewer’s question. Start your 
answer only when you're sure the 
interviewer is finished. This allows the 
editor to cut the telephone interviewer 
out and to insert another reporter’s 


voice. To do otherwise is unnecessarily 
frustrating and makes your interview 
harder to get on the air as you meant it. 


This information was reprinted from 
“A Community Relations Manual for 
the Coin-operated Amusement Games 
Industry” by the Amusement and 
Music Operators Association, Amuse- 
ment Games Manufacturers Associ- 
ation, and Amusement and Vending 
Machine Distributors Association. 
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College & University Tokens 
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Van Brook of Lexington, Inc. 


P. O. Box 5044 ¢ Lexington, Ky. 40555 
Area Code 606 ¢ 231-7100 


Phone or write for catalog & samples 
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CRITIC'S 
CORNER 


By 
Roger C. 
Sharpe 


he rumors continue to fly about 
regarding who’s doing what, 
and it’s interesting that the 
shakeout with equipment has hap- 
pened so rapidly. Just because it might 
be a video game doesn’t mean that it 
will be an instant winner, which many 
are beginning to find out the hard way. 
The glut is veritably choking some 
operators, and to say that business is 
tight as a drum, would be an under- 
Statement as manufacturers scurry 
about looking for some solutions to 
stem the tide. 

But then, even the most naive or 
wishful thinking individuals had to 
believe that reality would strike at 
some time. After all, not every machine 
has the potential to be a winner, nor 
can the surrounding economic envi- 
ronment not be a factor for earnings 
on location. These things alone have 
brought levels back down to earth, 
although there will always be room for 
the big effort that stands apart from 
the crowd. 

The major curiosity for this writer is 
just what all that means for the coin-op 
business. The pre-AMOA push has 
already begun in some quarters, and 
the announcements of the likes of 
Atari with “E.T.” and the Lucas (of 
“Star Wars” fame) group, among 
others, brings the anticipation to a 
greater level. In addition, Sega’s 
Subroc 3D is eagerly awaited to see if 
this could prove to be the next plateau 
in creative design and development. 

But that’s not all there is to the story 
of what’s happening. I’m troubled by 
the lack of more variety in products. 
Oh, sure, there are the stories of pin- 
ball still bringing to life the genuine 
three-dimensional play and even some 


attempts at repackaging the format 
into video cabinets and what-have- 
you. But there’s a need for more which 
ideally the gun games could have pro- 
vided if they had been more warmly 
received. 


SS aOR 


It’s not going to be 

enough to rehash 

old ideas and dress 
them up. 


at 


Diversity is needed 

The point is that no matter how 
successful video can prove ultimately 
to be, the industry needs more diver- 
sity in its offerings if it is to ever leap 
beyond its own viability for the future. 
What this means is that there’s more to 
leisure time coin-operated entertain- 
ment than what we have now, and it’s 
not being tapped to its fullest. Evenifa 
new art form were to be created from 
the existing video game format, it 
would be a tremendous boom to the 
industry and the players. However, 
there at least needs to be the effort— 
even if it falls short of the mark. 

I look at the micropin of recent 
vintage as a possible point of depar- 
ture or even the resurrection of those 
mini-vids which came and went. If 


A seasonal catch: the new 
machines fall into place 


nothing else, these and other renditions 
that always seemed to surface at the 
big Chicago convention showed that 
Somewhere the search for novelty 
wasn’t dead. Maybe this year we will 
once again have the opportunity to sit 
in judgment of somebody’s crude 
effort to get a machine format off the 
ground—who knows. 

Anyway you look at it, change is 
going to have to.come if the business is 
going to grow. It’s not going to be 
enough to rehash old ideas and dress 
them up. With pinball this was possi- 
ble for many years but hardly was the 
audience as sophisticated or knowl- 
edgeable as it is now. 

Besides, if nothing else, there’s less 

play with a video screen in terms of 
shifting things around. At least with 
pinball you had the chance to alter a 
board’s layout. Pinball suffered for 
the practice and so too will video if 
new avenues aren’t explored to keep 
up with the times. 
. As mentioned last time around, 
because of the proliferation of games 
coming out, in an attempt to stay on 
top of the action and give you more 
timely reviews, this issue’s C’s C will 
include some miniviews of games, as 
well as the longer write-ups you’ve 
become familiar with over the years. 
See what you think... 


Gottlieb’s Spirit 

It’s difficult to believe that pinball 
can't still be a viable addition to many 
locations when you see a fully packed 
effort such as this one, which has more 
nooks, crannies, and subtle touches to 
involve players than many of the other 
middle-of-the-road games. 

Plainly, Gottlieb keeps on pushing 
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and one has to wonder if the commit- 
ment won’t pay off over the long haul, 
especially if it keeps trying new 
approaches to stretch the limits of just 
what can be done with a flipper 
machine. 

PLAYFIELD: Here’s a design that 
maximizes existing space and brings 
into play a number of strategies and 
options. The ball enters and wraps 
around to the left side of the board, 
where there’s an upper kick-out hole 
and three lower lanes that control 
bonus multiplier up to 6X. 

Move over toward the center of the 
board, and there’s a little roundabout 
that can also activate a stargate when 
lit, and it features a standing target just 
below for lighting B-A. Just to the 
right of this is a three-bank of drop 
targets that tie in with spelling out 
S-P-I-R-I-T. 

Back at the left is a lone thumper 
bumper below the lanes and a single 
small flipper placed more in the center 
of the field. Just below this is another 
kick-out hole, as well as a lone target 
(1) just to the right. Continuing to 
move over to the right is a deep set 
center ramp up to a top level of the 


game, which is also a stargate (intro- 
duced on Mars) that can be up allow- 
ing the ball to roll around toa top hole 
for instant multiball play. 

Returning to the center, just to the 
right are two targets (2 and 3) that side 
a shorter ramp for access to the top 
field and fronts a roll around behind 
the ramp for potential bonus multi- 
plier when lit. And over to the far right 
is another kick-out hole and a last 
target (4). The top field, which is to the 
right, offers a lone flipper and set of 
three drop targets, as well as an upper 
right target for lighting L-L. 

As for the bottom, there’s been a 
twist from convention that brings 
together some long kicking rubbers 
with interior lanes down to the flippers 
and out lanes which offer smaller 
flippers at the base for possibly saving 
the ball and hitting a recessed target 
for activating the stargate when lit. 
ANALYSIS: On the surface, Spirit is 
an intimidating game because the 
board is so full that it’s difficult to 
make rhyme or reason on what the 
purpose is. But after a few games, the 
nuances show through, and all that’s 
left is feeling comfortable with the full 


array of shots and features. 

The three kick-out holes alternate 
being lit for locking up a ball, and 
when all have been filled, it’s time for 
automatic multiball play. Another 
option is to fill one or more, but not all 
of the holes, or not. get any locked, 
land in the top center stargate hole, 
and also trigger multiball play. But 
that’s only part of the game with the 
various targets around the board also 
increasing values and the spelling out 
of the game’s name for a potential 
special. 

All in all, there’s plenty to go for 
with some nice, long shots up the 
ramps and also around the horseshoe, 
as well as to that top left kick-out hole. 
And an extra touch is the addition of 
those out-lane flippers, which bring 
into play an extra set of flipper buttons 
on the side of the cabinet, as well as 
some quick reflexes to keep the action 
going. 

Taken in segments, there’s some 
good balance top to bottom and 
accessibility to the majority of primary 
targets from the lower flippers with 
that upper center surprisingly alive 
due to the closeness of the target bank 


Interchangeable Video Games 
At The Lowest Prices 


ALL PARTS AVAILABLE 
Cabinets 
Monitors 
Lockbars 
PC Boards 
Transformers 
Joysticks 


Fully Guaranteed 


Distributorships Available | 


e Unbeatable prices on 
complete units without 
PC boards. 


Contact for Full 


Information (213) 698-2261 


698-2262 


D.N.C. (USA) INDUSTRIAL CORP. 
dba 


LEE-SEN ENTERPRISE 


12300 SUITE-J 
E. WASHINGTON BLVD 
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and the power of the small flipper. 
In fact, with all the movement 
around the board, it’s easy to forget 
that there’s only one thumper bumper 
included, since during play it seems 
like there is a lot more help in many of 
the key areas. 
GRAPHICS: Movement in the back- 
glass, a la Black Hole, returns with a 
ghostly vision of floating forms ina sea 
of blue. The effect is eye-catching, and 
the sound supports the total package 
that is far different than some of the 
company’s recent pinball games. Allin 
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Visit the Amusement Trades Exhibition 
Olympia National Hall, London, W.14, England 
JANUARY 10th—13th, 1983 


Europe's greatest display of Amusement Equipment 
9,500 square metres covered exhibition space 


200 EXHIBITORS 


THE WORLD'S MAJOR MANUFACTURERS WILL BE PRESENT OR REPRESENTED 
EXHIBITS INCLUDE 


All types of coin operated Gaming Machines @ Amsuements-With-Prizes Machines 
Amusement-Only Machines @ Video Games @ Jukeboxes @ Pool-Tables @ Shooters 
Adult Rides @ Kiddie Rides @ Cash and Prize Bingo Equipment @ plus all the 
associated specialist lighting, prizes, printing and suppliers of ancillary items. 


OPEN TO THE TRADE ONLY 


Noon to 6:00 pm 
SPECIAL PREVIEW 
10:00 am to 6:00 pm 
10:00 am to 6:00 pm 
10:00 am to 4:00 pm 


*Special rate for advance pre-registration send the attached application form 
in advance cash with order 


Badges for the four days 10th to 13th January at £20 each. 


Badges for the three days 11th to 13th January at £5 each. 


NOTE: Orders received after 21st December, 1982 cannot be dealt with. 


all, it’s on the mark with the motif 
carried through on the field in both 
tonal quality and theme. 

PLAY: The scoring on Spirit, pro- 
bably more than any of the other 
seven-digit games from Gottlieb, takes 
full advantage of the point displays 
and provides, as a result, a wide range 
of options when it comes to setting 
limits. In those areas where add-a-ball 
play is warranted (or at least extra ball, 
since Gottlieb doesn’t retain multiple 
extra balls accrued on a single turn), 
you should be all right with a 600,000 


ADMISSION BADGE CHARGES 
PAYABLE AT THE DOOR 


£20 Sterling for all four days 


£10 Sterling valid for three days* 


DETACH HERE 


1983 EXHIBITION PRE-REGISTRATION 


in payment. 


point first limit followed by about 
1,800,000 points. 

Meanwhile for free play you might 
want to increase these levels by about 
200,000 to 400,000 points each 
depending once again on your per- 
centaging and caliber of players. 
PROS & CONS: Despite the obvious 
glut of features on the board and pro- 
bably because of this, there are some 
restrictions from the flippers as to 
what can be gotten and how. For 
example, that stargate ramp at the top 
middle of the field is blocked for the 
lower right flipper but not the small 
flipper or lower left flipper. And that 
right-side kick-out hole and (4) target 
are primarily left-side flipper shots, 
while that long run to the top left is 
from the bottom right flipper, although 
a quick shot from the smaller flipper 
can lift the ball into and through this 
area. 

However, these are small points in 

regard to the total reach of play inher- 
ent in the action and are compensated 
by ample scoring opportunities almost 
everywhere. It just takes getting used 
to the effect of the playfield place- 
ments and a determination by the 
player as to what has more value 
during the course of a game. More 
importantly, the game doesn’t suffer 
for this and remains a challenging 
piece that should satisfy players of all 
skill levels. 
RATING: Spirit might be looked at 
as trying to do too much, but in these 
times for pinball this should be seen as 
an advantage and should prove its 
worth over time as a strong ### game 
that has more than enough to offer. 


Destron/GDI’s Slither 
Throughout the history of the 
industry, there have been companies 
who have fulfilled the role of rounding 
out the variety of product offered at 
any given time—sometimes with great 
success and more often than not, sur- 
viving on sheer good fortune alone. 
This manufacturer has basically 
walked the line between these two 
extremes with some respectable rendi- 
tions of themes and play action that 
tend to parody recognizable strategies. 
This isn’t a value judgment one way or 
the other, but rather an acceptance of 
the role these companies play in pro- 
viding options to the operators. 
PLAY: Resurrecting the name of a 
highly forgettable movie which came 
and went a few years ago, Slither 
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brings a track ball and dual fire button 
into play for battle in a world of 
snakes, mutant gorillas, pterodactyls, 
and vegetation over a landscape that 
Changes color the farther along a 
player can go. 

Borrowing heavily on the appeal 
and popularity of Centipede, this 
_ effort offers firing capabilities that can 
go up and/ or down and movement via 
the track ball that keeps the action 
non-stop and a measure of pinpoint 
accuracy to make every shot count. 
There’s a fairly full screen of obstacles 
and targets to maneuver around and 
increasing levels of difficulty. 
ANALYSIS: Similar to Centipede, 
GDI’s Slither is a game where there 
can be very defined strategies for 
players and an opportunity for spill 
over if the Atari effort is taken, which 
is undoubtedly the rationale behind 
the existence of the machine. Its 
strength may well lie, however, in the 
fact that the screen seems much more 
wide open and available for a greater 
range of creativity in how players try 
to maximize their shots. This famil- 
larity should, if nothing else, help to 
position the game on location. 
GRAPHICS: Using bright colors for 
the cabinet helps to make the game a 
bit more of a standout, while the tones 
on screen only aid this overall effect 
that’s bright and pleasing. The forms 
on screen have a dimension and what 
can only be described as an intangible 
quality that’s refreshing and anything 
but impersonal. So for this alone, 
Slither scores high in its basic pre- 
sentation and packaging. 

PROS & CONS: Track ball games 
tend to have their own formula for 
action that tends to appeal to a wider 
range of players than was originally 
envisioned if one thinks back to its 
introduction on sports’ video games. 
This was probably helped by Missile 
Command and the highly popular 
Centipede and should prove to be a 
factor here in terms of drawing power. 

As for the action and the level of 
inherent challenge, this control once 
again plays an important role because 
of its inherent tenuousness for players 
to master since the sensitive touch is 
what becomes vital along with the 
necessity for more interaction by the 
player that buttons or even joysticks 
tend to approximate but not duplicate. 
As for the nature of the action, it more 
than sustains the level of participation 
needed to get into the game. 
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RATING: Admittedly not a break- 
through in design or concept, Slither 
still affords some respectable action 
and diversity from the norm of what’s 
available and should find a strong 
niche among many players. There’s 
really nothing that overwhelms here, 
but then that probably wasn’t the idea 
behind its creation and should, with 
the gaining of a well earned ###, help 
to solidify Destron/ GDI’s place in the 
market as something more than filler 
equipment which deserves, in truth, 
something more than just passing 
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attention. 


Centuri’s Tunnel Hunt 

With much anticipation, we get a 
licensed effort from Atari by way of 
Hialeah, Fla., and the reaction of 
trying to get a grip ona machine that is 
decidedly different yet reminiscent of 
some videos from the past, dressed up 
for a new day and age. 
PLAY: The controls are a basic joy- 
stick with fire button at the top, as well 
as a Shield button on the front panel 
for taking flight in a world of tonal 
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“a. 
WHAC-A-MOLE 


You'll profit from our experience. 
We have been building unique 
games that appeal to people of all 
ages for 12 years. Games like 
Whac-A-Mole give you high traffic, 
excellent profits and minimal down 
time. Call and let us tell you more. 
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shades that offer the effect of move- 
ment down never-ending corridors, 
where the enemy lies in wait for a battle 
of timing and accuracy that is a rapid 
transit journey. 

In reality, Tunnel Hunt is a very 
simplistic game that builds upon the 
theme and its own graphic presenta- 
tion rather than emphasizing a more 
sophisticated line of activity that, in its 
present form, detracts and only 
muddles what was the ultimate aim. 
ANALYSIS: By its design, Tunnel 
Hunt draws players into its action on 
screen as it propels the movement for- 
ever within its walls. Think of an 
accordion and being inside or the 
scene in the movie “Tron,” when there’s 
a chase down passages that seem to be 
constantly whirling by, and you get an 
idea of the effect. 

There’s an on-screen cross-hair for 

lining targets, but the real challenge is 
in navigating the course and not 
getting carried away by the surround- 
ing activity that is a true test of sense 
and control. However, even this can be 
self-limiting for players who might be 
more used to a different vision of video 
and reluctant to take on this deviation 
from the norm. 
GRAPHICS: The cabinet configu- 
ration is difficult to ignore with sides 
that tend to envelope players with its 
greater width that tries to take advan- 
tage of the total effect. It’s an attractive 
alternative and probably points the 
way to a further development of 
encasing players within their own 
fantasy world. 

As for the graphics on screen, there’s 
the attempt to make something more 
by using shades of color and a feeling 
of movement that gives depth to the 
field, which overshadows the _ basic 
play of Tunnel Hunt and makes it 
something more than what it might 
appear to be on the surface. 

PROS & CONS: There is a nagging 
suspicion that Atari might not have 
felt that Tunnel Hunt was that great of 
a game since it decided to farm it out 
to someone else. But this shouldn’t 
take away from the presentation of 
what’s featured and howit’s packaged. 
A certain repetitiveness is involved 
with the theme and how it comes 
across, but measured against the field, 
this might be a positive feature that 
will aid the staying power of the game. 

However, the nature of the action is 
going to segment the market and the 
potential appeal to a select audience 


that is going to be better in some 
locations and not present in others. So 
Operators are going to have to be 
sensitive judges when it comes to 
deciding whether the game is a viable 
addition to the line-up. 

RATING: There’s a mixed reaction 
to Tunnel Hunt for a variety of reasons 
too complex to delineate here, but 
suffice it to say that it’s either going to 
find a place or fade quickly from view 
on the strength of its visual effects. The 
feeling here is that the marketplace 
might not come to it easily or on a 
repeated basis because it is so different 
than what has been hitting the streets 
of late. For this reason alone, let’s go 
with a ##, and see what the draw will 
be. 


Miniviews 

Other games to be on the lookout 
for include Sega’s Zektor which takes 
this company away from the graphic 
realism of its last two machines. 
Instead it brings a story within a story 
along with some respectable speech 
and play action that, for this reviewer, 
tends to bridge the gap between 


_ Eliminator and Space Duel. Other 


nuances are thrown in that bear closer 
scrutiny and attention. In all, it looks 
like good standard fare that holds out 
the hope for something more which 
might just trigger player reaction. 

Also in the news is Taito’s Space 
Dungeon with a dual joystick control, 
a world of treasures to be found, 
enemies to be eliminated, and a layout, 
visually, that tends to heighten the 
sensation of being a bit more than 
Amidar with the closing up of boxes, 
or even Qix. 

And the list goes on with the recent; 
as of this writing, appearance of the 
follow-up to Donkey Kong that looks 
to be just as strong and attractive if not 
more so compared to its inspiration. 
Atari’s newest effort combines bril- 
liant colors and a rehash of some basic 
action already defined by past efforts 
such as Lunar Lander. Plus more 
creation called Jungle King comes 
from Taito, and there’s the traveling 
obstacle course of Williams’ Moon 
Patrol and much, much more. 

The months ahead should prove to 
be interesting as the activity and com- 
petition heat up for what is hoped to be 
a strong finish to the year. However, 
Stay with me, and I'll try to keep you 
current as best I can. Until next time 
then, as always, be well and prosper.e 
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nothing but the truth. 


We promise to 
tell the truth 
the whole truth and 


So help us BPA. 


As amember of BPA (Business Publications Audit of 
Circulation, Inc.) this magazine subscribes to the principle 
that it takes more than good faith to earn the business of 
advertisers. It takes good figures. 

BPA, an independent, not-for-profit organization, 
audits our circulation data to make sure that advertisers 
get exactly what they pay for: you. 

Once a year, BPA auditors examine our circulation list 
to make sure it's correct and up to date. 

The audit makes sure you are who we Say you are. 

It verifies your name, your company, your industry and 
your job title. This information enables our advertisers to 
determine if they're saying the right thing to the right 
people in the right place. 

It also gives us a precise picture of who you are and, 
therefore, a good Idea of what you want as a reader. 

BPA. For readers it stands for meaningful information. 
For advertisers it stands for meaningful readers. Business 


Publications Audit of Circulation, Inc. 
360 Park Ave. So., New York, NY 10010. BPA 
We make sure you get what you pay for. 
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By Bill Kurtz 


OUR ‘CADES 


What is an arcade? 


hen is an arcade not an 

W arcade? 

When it’s a street location. 

Every operator knows arcades and 
street locations are two different oper- 
ations. But to many of the legislators 
passing ordinances against video 
games, if a business operates even one 
game, it’s automatically branded an 
arcade. 

Things would be easy if there were 
an industrywide standard saying 
“More than x number of games is an 
arcade.” But there isn’t. 

The Play Meter Equipment Poll, for 
instance, differentiates between game 
earnings in arcades and street loca- 
tions, with 10 or more games qualify- 
ing a location as an arcade. 

One of the few definitions of an 
arcade is in the Ohio Music and 
Amusement Association’s model 
ordinance. While some parts of the 
definition are vague, it still provides 
many helpful guidelines for separating 
arcades from street locations. 

The ordinance defines an arcade as 
“Any establishment, room, or place 
where more than two coin-operated 
amusement devices are available to the 
public and which derives more than 50 
percent of its gross revenues in the city 
from coin-operated amusement 
devices.” 

This revenue requirement alone 
should clear up a lot of confusion 
about what’s an arcade and what’s a 
street location. Joe’s Pizza may have 
12 video games, but it probably makes 
much more than half its money from 
pizza sales. Thus, Joe’s Pizza is not an 
arcade. 

The same rule applies to record 
shops, convenience food stores, I- 
shirt shops, and anyplace else that has 
games as a sideline. 

The ordinance also defines an 
arcade as “Anyplace where more than 
four coin-operated amusement devices 


are available to the public.” 

I’d go even further and raise the 
minimum number of games to seven or 
eight, so the location is assured of 
looking like a coin-op business instead 
of just a place where the owner stores a 
few unneeded games for a fast buck. 

Under the OMAA definition, 
though, you could rent a 10 foot by 10 
foot room, drop in four machines, and 
call it an arcade. Not a big arcade, but 
still an arcade. 

Probably the most important part 
of the definition is that an arcade never 
serves liquor. “‘Arcade’ does not mean 
any establishment that has been issued 
a liquor permit by the state of Ohio.” 

Unfortunately, the ordinance would 
allow beer, wine, and malt liquors for 
carryout to be sold, which is treading 
on thin ice for such an image-conscious 
industry. 

I personally think any definition of 
an arcade should also require the 
location to be supervised by a uni- 
formed attendent. 

While most arcades already con- 
form to this requirement, game rooms 
in hotels and bowling alleys, for 
instance, seldom have full-time atten- 
dents watching the games, and a super- 
vision regulation would further clarify 
the difference between an arcade anda 
street location. 

The point is that size alone doesn’t 
determine an arcade. A location with 
eight games can be just as much an 
arcade as a location with 80 games. 

Factors such as liquor sales, the 
games’ income compared with loca- 
tion revenue, and supervision are all 
part of the determination. 

Until we have an_ industrywide 
standard for defining arcades or more 
guidelines like the OMAA’s, operators 
should be careful not to think of every 
place with numerous games as an 
arcade or only one or two machines 
as a Street location. B 
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PUZZLES 


By David Pierson 


4x5=20 10?? 


Henry W. Smith always believed a little ingenuity and 
imagination could go a long way—especially in the arcade 
business. 


Against the advice of his friends, he opened an amuse- 
ment center in River City but with only enough capital to 
buy 10 games. Yet ingenuity was the key, he figured. So he 
arranged the 10 games in a novel configuration to make it ARCADE’ ENTRANCE 
appear to his customers he had more games in his arcade 
than were actually there. 


How did he do it? 


It must’ve worked because his amusement center was 
With mirrors, you say? quickly filled with playing customers who always insisted 
there were more than 10 games in the place. 


eee Can you duplicate Henry’s feat? Remember, it takes 
Henry was hardly an illusionist. He arranged his 10 ingenuity... 
measly games in five rows of four games each. That way, 
no matter which row a patron went down, he always hada We've supplied a scale of the arcade for your 
row of four different games asking for his quarters. doodling. 
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Interlogic’s Domestic and International 
‘BUYING POWER’ insures you the highest 
quality state of the art equipment at the best price. 


Intérlogic EXPORTS, IMPORTS, DISTRIBUTES, 
and SERVICES all coin operated machines througho 


‘‘A Logical Place To Be.”’ _ 
g 9806 WEST FARRAGUT AVENUE, ROSEMONT, IL 60018 


We're looking forward to serving PH: (312) 671-0305 sonia 2 INTERLOGIC ROSM 
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PUZZLE ANSWERS .,.::......5: 


‘Stinky Pinky’ riddles 


(Solution to puzzle in Oct. 15 issue of Play Meter, page 18) 


I once played an interesting parlor game. Despite its 
ridiculous name—“Stinky Pinky”—the game is a 
fascinating mental exercise. I will give youa clue, plus the 
number of syllables in each half of the answer. Using the 
clue, you will try to come up with a two-word answer. 
The key is that both words must rhyme. 

For example, I give the clue: “Popping post (2).” The 
“2” means that each word in the answer has two syllables. 
Two rhyming words that describe a popping post are 
“thumper bumper,” and that is your answer. 


Clues: 


1. Complaints from Play Meter’s pinball critic. (1) 


2. The face-lift that Star Wars forced on coin-op games. 


(2) 


3. Bally’s movable control device. (2) 


4. “Death row,” where you often lose the ball. (1) 


5. Trick question: The strength of the creator of Space 
Invaders. (2) 


6. Flaw in a coin-op phonograph. (1) 


7. Person addicted to this Williams’ video. (3) 


8. If you consider putting “The Greatest” on a pin 
a mistake. (2) 


9. Taverns that feature this Gottlieb pin (also, candy). 
(1) 


10. Tallying the bonus on a pin. (1) 


11. Noise from a pinball machine. (1) 


12. The backglasses of Cleopatra and Pharoah (3) 


13. This clue has four answers: Video games whose 
names are “stinky pinkies”—that is, they rhyme. 


14. This clue has four answers: Pinballs whose names 
are “stinky pinkies.” 


15. Editor that demands that this quiz comes to an end. 


ANSWERS 


Sharpe’s carps. 

Spacial facial. 

Zipper flipper. 

Drain lane. 

. Might o’ Taito (I said it was a trick question.) 
Juke fluke. 

. Defender depender. 

. Ali folly. 


Mars bars. 


SOL OG sak Oe ges ee 


S 


. More score. 
. Pin din. 


. Egyptian depiction (Yeah, I know I’m 
stretching it, but what the hell.) 


. New York! New York! 
Warp Warp 
Gee Bee 
Tora Tora 


14. Joker Poker 
Black Jack 
Evel Knievel 
Hokus Pokus 


15. Puzzle muzzle. 


— eh 
No =— 
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FRANK'S 


Tired of change? 


ith crime on the rise, it’s only 
a matter of time before many 
Operators of coin-operated 


games convert to tokens. Aside. from 
the promotional advantages, the 
security of using tokens is reason 
enough. 

In locations where my games were 
constantly broken into, this problem 
has simply vanished since I converted 
to tokens. There have been no break- 
ins, and I feel comfortable knowing 
that the bill changers aren’t a prime 
target now that they are filled with 
tokens and usually very few bills. 


Conversion methods 

I’ve received numerous calls about 
the cost and methods of converting to 
tokens. The following is a summary of 
the various alternatives: 

I. Plastic token mechanisms can be 
purchased from Coin Acceptors Co. 
As far as I know, Coin Acceptors is the 
only manufacturer that is making a 
plastic token acceptor mechanism. It 


Interlock 
Over Diameter Pivot 
Stop 
Under 
Diameter Leg 


Counterbalance 


J Leg of interlock 
Weight 


Cradle 
Pivot 


STAGE 1 


CRANKS 


By 
Frank 
Seninsky 


Convert to token mechs 


UNDERSIZE 
LEVER 


C— 


CRADLE 


sells these mechs to the various token 
manufacturers and distributors, so 
they are easily obtained. Each mech 
costs approximately $8, and they are 
naturally cheaper when purchased in 
large quantities (about $7.50 each). 
These plastic mechs have three 
adjustments: (a) gap—limits the 
thickness of the token, (b) kicker, and 


Fig. 2 The adjustment of the cradle and interlock. 


J Leg of interlock must 
disengage the allow 
cradle to tipple 


STAGE 2 


STAGE 3 


(c) separator. The kicker and separator 
are located on the back of the mech 
and are adjustable for fine acceptance 
or rejection. These plastic mechs are 
excellent, and once adjusted, will work 
as well as any mech. The only 
disadvantage is the cost. 

2. Ifan$8/mech seems a little steep, 
it’s good to know that most of the 
metal mechs can easily be modified to 
take a token for a much less price. 

The cheapest method that gives 
some security against acceptance of 
other sized coins involves bending the 
cradle and removing the undersize 
lever, if necessary. (See Figure 1.) 
Choose a token size that is just smaller 
than a quarter—.900 inches diameter 
is acommon choice. Bend the ends of 
the cradle in (making it hold the token) 
until it fits as shown in Figure 2, stage 
1. This is easier done on Coin Mech 
and Coin Co. acceptors than on Coin 
Control acceptors. If each cradle is 
done perfectly, the mech will be fairly 
reliable. 


STAGE 4 


For finer setting when required, minimize gap A & B in 3 by bending over diameter stop and under diameter leg. 
Check with new and well worn coins. 
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This method only works for tokens 
approximately the size of a quarter. | 
don’t recommend this method because 
the adjustments are too critical, and 
there can be problems with larger or 
smaller coins jamming up the mech. If 
you choose this method, don’t forget 
to adjust the gap, kicker, and 
separator for a few different tokens. 
Remember, the cheapest is not 
necessarily the best. 

3. A cheap but more precise 
method is to buy just the cradle that is 
the size of your token, and replace the 
cradles on the existing 25 cent mechs. 
Each cradle may cost about $1.30. 
After the cradle is replaced, adjust the 
gap, kicker, and separator. This 
method works fine on Coin Mech and 
Coin Co. acceptors, and I reeommend 
it after the plastic mech as far as 
reliability is concerned. 

4. Coin Controls Inc. now makes a 


“E”’ Cradle 
with Circlip 


© 


©) & 


Track with Adjusting 
Screw/washer 


j= ey O 


Bounce Anvil 


FIG. 3 
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universal token conversion kit. I’ve 
seen kit #4080 that can be used to 
modify the Coin Controls series 10 
acceptor mechanism. This kit is 
inexpensive and gives the operator the 
option for very fine selection settings. 
The contents of the kit includes a 
cradle, metal track, and a bounce 
anvil. (See Figure 3.) To do the 
conversion, perform the following 
steps: (See Figure 4.) 

Step I. Remove the body of the 
mechanism from the game. 

Step 2. Install the bounce anvil with 
the screw, washer, and nut provided in 
the lower of the two holes in the mech. 

Step 3. Remove the separator from 
the rear of the mech. It won’t be 
required. Save it in case you ever wish 
to convert back to quarter size. 

Step 4. Remove the small track, 
and install the larger track supplied 
with the kit. Position the track with the 
screw in the center of the slot, for now. 

Step 5. For tokens smaller than a 
quarter, install the replacement cradle 
(labeled E). Make sure the circlip (E 
Ring) is fully locked in place, and the 
cradle pivots easily. For finer settings, 
the interlock must be bent very care- 
fully to minimize the over diameter 
stop (gap B in Figure 2, stage 3) and 
minimize gap A, also shown. If your 
token is smaller than .900, the j-leg 
of the interlock can be removed. 
This will lighten the interlock and 
make it possible for the smaller, lighter 
token to pivot through the interlock 
and cradle section. 

Step 6. Figure 4 shows the inter- 
lock. 

Step 7. The magnet gap should next 
be adjusted by loosening the square 
lock nut and adjusting the Allen screw. 
All magnet gaps are adjusted by first 
closing the gap so that the coin won’t 
fit through and then slowly increasing 
the gap until the coin first drops 
through. Then you can increase the 
gap slightly by turning clockwise 
another quarter of a turn. The last 
figure (Figure 5) shows the path that 
the tokens will take when all the 
adjustments are made correctly. 


Simple method 

Lastly, there is a simple way to con- 
vert the style mechs that are used for 
example on Donkey Kong and Moon 
Crestor. With the mech still in the 
game, loosen the two screws that hold 
the top guide rail in place. These 
screws should be easy to locate 
because they are the only adjustments 


Grub Screw 


Pra,’ > 
for adjusting 


Cradle interlock Magnet Holder 


Path of 
Coin Magnet 


Ton Bounce 


Anvil 


on the mech (unless your particular 
mech has a gap adjustment screw). 

Place the token in the track, and 
lower the top rail until it is just above 
the token top. The adjustment 
between “accept” and “not accept” can 
be as small as 1/64 inch, so take your 
time and get it perfect. The top rail will 
always remain parallel to the bottom 
rail. 

The first mech I did of this type took 
me 20 minutes, but the rest were easy 
once I realized how precise the 
adjustments must be. Once you have it 
set so that it works for a handful of 
tokens, tighten the set screws and 
you're done. 

I want to thank Aaron Steelmon, 
sales representative for Coin Controls 
Inc. in Elk Grove, Ill., for sending me a 
Sample of its Universal Token 
Conversion Kit. If you have questions 
about the conversions, the people at 
Coin Acceptors Co. willalso be able to 
help you. e 
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Reply to a letter 


I’ve been asked to reply to a letter 
sent to Play Meter regarding its Aug. | 
interview with me. 

The letter was sent by Stephen 
Clifford of Clifford Amusements in 
Benzonia, Mich., and reads: “One 
statement in the Aug. | interview with 
Frank Seninsky bothers me. He said 
that “All the money that they 
(operators) make in the first year, they 
can apply, if they’re lucky, 20 percent 
of that to the purchase price of the 
game.” 

I agree with me, Mr. Clifford. The 
wording isn’t clear, some words were 
left out, and the 20 percent figure 1s 
definitely wrong. The topic being 
discussed is how long does it take for 
an operator to pay for a game? This 
time period depends on the game, the 
location, and the operator’s overhead. 

An operator doesn’t put all his 
revenues from a game toward the 
purchase price of the game. Yet many 
will say they paid for the game in 12 
months, 10 months, or three months. 
If a game cost $2,600 and grosses $100 
per week for one year, the operator 
might think that the game 1s paid for at 
the end of the first year—he received 
50 percent of $5,200 which equals 
$2,600. 


Add overhead costs 

This is not realistic because the 
operator has overhead expenses (rent, 
insurance, electricity, licenses, phone, 
salary, gas, vehicles, parts, and 
interest). 

A few years ago, a $50/week 
(operator’s end) take was acceptable. 
Overhead was less, and the game 
prices were less. Today, because of 
increased overhead and the reality that 
the games lose their value by the end of 
the first year, you simply can’t make a 
profit if you buy and place new games 
that only gross $100 per week. 

I try to use $75/week (operator’s 
end) as an average guideline figure for 
new equipment. I might add that this 
seems to be a high figure to hope for. 

In general, the average operator 
spends anywhere between 40-50 
percent of his gross income on game 
purchases. To spend anymore would 
make it almost impossible to make any 
profit unless, of course, overhead can 
be cut down drastically. 

I hope this clears up the question for 
most of us as to how much to buy and 
how much a game should gross. @ 
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LOW 
COST 


ARCADE INSURANCE 


* Arcade Specialists 
* National A+ Companies 

* Premium Financing Plans 
* Nationwide Claims Offices 


Call or writes: 


EISEN INSURANCE AGENCY 
1930 S. Alma School #C-210 
Mesa, Arizona 85202 


602-897-9099 


FOR EVERYTHING 
YOU MAY NEED 
IN GAMES, 
VENDING & MUSIC. 


| CALL BANNER SPECIALTY COMPANY 


BALTIMORE (301) 944-5060 
PHILADELPHIA (215) 236-5000 
PITTSBURGH (412) 782-0800 
TOLL FREE: VA 800-638-3818, 
NJ/DE 800-523-3888, PA 800-822-3788 


WE'RE ALWAYS READY TO SERVE YOU. 


HBANNER — 


The Operators Distributor since 1917. 
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THE FOOSBALL “SURVIVOR” 


NOW DISTRIBUTED BY FRANK “THE CRANK” 


TORNADO 


In the past 11 years, you have witnessed the beginning and failure of some 30 different brands of soccer 
tables. Only one brand table remains—Tornado Table Soccer. Tornado survived because it didn’t rely 
on big money tournaments and other such promotions, but rather because it has an 1 1-year history of 
being the highest earning, longest-lasting table available anywhere. 


QUALITY AND ENGINEERING MAKE THE DIFFERENCE. And that’s why, after the decline and fall 
of countless other foosball table brands, Tornado Table Soccer lives on. A Tornado Table will easily 
last 5 years. 


Our high-quality foosball was designed and built to please the player and to make the operator money. 
In fact, the Tornado table is currently averaging 4 times the national average of other soccer tables. 
Why? It’s the same old story—QUALITY WILL COME TO THE TOP. 


ALPHA-OMEGA 
SALES CO. 


Contact: Frank “The Crank” Seninsky 
3 Coral Street © Edison, NJ 08837 © 201/738-1800 


or 


Ed McCloud 


) TORNADO 
a. generation —_ TABLE SOCCER 


5204 Airport Freeway Hwy. 121 


Tornado Table Soccer, Inc. announces that Frank Fort Worth, TX 76117 
“The Crank” has been made their vice president of Phone: 817/831-2231 
engineering and exclusive northeast distributor. 
Frank will also coordinate the Association of 
College Unions International Reception Foosball 
Tournament planned for spring 1983. 

“This unique soccer machine offers many unique 
features never seen before by this industry,” said 
Ed Mc Cloud, president of Tornado, “Our ball trap, 
which rotates 180 degrees, assures the operator 
protection by dispensing only nine balls.” 

Elimination of needless ball ramps, elimination of 
glass on the playfield, and the quality wood used in 
the durable cabinet construction make down time 
and replacement parts “ a thing of the past,” said 
Tornado product literature. 

“A durable soccer machine which stands on the 
operator’s route with minute maintenance is now 


available,” said McCloud. “Survivor truly stands on ° 
egal Coin Operated ....... $795 
Frank says, “This is the best made foosball table; Free Play Sak tates: duets Noes ete $645 


I wouldn’t recommend it otherwise. 


Sa a 
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Lesson Three 
Half-Wave (HW) Rectifier Design 


POWER SUPPLY DESIGN COURSE PDS-1 


Technical Topics 
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Editor's Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, 


designed specifically for the coin 


Kasch of Dayton, Ohio 


-operated amusement industry. This course is copyrighted and owned by Kurz 


, and its reprinting is being sponsored jointly by Kurz Kasch and Play Meter magazine. This 


material is authorized for publication exclusively in Play Meter magazine. 


Lesson Three — Half-Wave (HW) Rectifier Design: This third 
lesson teaches the student to design a half-wave rectifier. 
It is important that the student fully understands this and the 
following two lessons, for the principles learned will be 
important towards the understanding of later lessons. 


THE HALF—WAVE RECTIFIER: 


The half-wave (HW) rectifier circuit is shown in fig. 3-1 
along with its current and voltage waveforms. Notice that the 
DC output voltage, Vg, is not a pure DC but a pulsating DC 
(PDC). Secondly, the output waveforms show the diode con- 
ducting during only one alternation of the input waveform. Also 
notice that the current waveform, I, is identical to the voltage 
waveform. The amplitude of the current waveform is determined 
by the Ohms Law value of Vo and Rx. 


Ns Es Vo Ru 


0° 180° 0° 180° 0° 


Epri 


Vo 


Fig. 3—1: A half-wave rectifier circuit and waveform associated 
with it. The transformer secondary voltage, Es, is inverted 180° from 
the primary voltage, Ep. Vo is termed a pulsating DC. The output 
current, I, flows only during alternations a1 and a3. 


Es, the transformer secondary voltage, can be found by 
use of the formula: 


x Epri (4) 
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0° 180° 0° 180° 


VO(pk) — 


— 0.318 x VO(pk) 


Fig. 3-2: The output voltage waveform from a_ half-wave 
rectifier. The equivalent DC voltage is 0.318 of the peak value. 


Where: Neg is the number of turns in the transformer 
secondary winding. 


Np is the number of turns in the transformer 
primary winding. 


Epri is the primary line voltage, which, in this 
course, will be 115VAC (rms). 


The average DC output voltage, Vo(ay), being defined as 
that value of voltage read by a DC voltmeter connected across 
the output terminals, would be one-half of Esg(ay). This point 
is illustrated in fig.3-2. Since the average voltage is a func- 
tion of the sum of the instantaneous voltages over a period of 
time, it can be seen that for the alternation @ = 0° to 180° the 
average is 0.636 of the peak value. For the alternation 6 = 180° 
to 360° the average value is zero. Thus, the average value for 
6 = 0° to 360° will be one-half Eg ay). 


Stated mathematically : 
Vo(av) = 9.318 x Vo(pk) (5) 


The waveforms as represented in fig. 3-2 and formula 5 
consider the diode as ideal, where Vp = OV, and is useful 
when Vo(pk) is much greater than Vp. However, for low voltage 
supplies Vp can have an appreciable effect and must then be 
considered. Adapting formula 5 for Vp,\ it becomes: 


Vo(av) = 9.318 x (Es(pk) -— VF) (6) 


DESIGN PROCEDURE : 


The typical power supply design problem begins with the 
required voltage across the load and either the load resistance 


or current. From these given specifications the designer must 
work back towards the input. 


STEP 1: Find Vo (pk): 


Vo(pk) = Vo(av) 
0.318 


The above is formula 5 solved for Vo(pk). Vo/av) is the 


voltage across the load, or the given specification. 


STEP 2: Find Es(px)- 


Es(pk) = Vo(pk) + VF 
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The above is established from the discussion of Vo pk), 


Es(pk) and Ve. 


STEP 3%. Find Ee (ms): 
Es(rms) = 0.707 x Eg(pk) 
It is necessary to convert to the effective value of the 


peak secondary voltage because transformer specifi- 
cations are generally given in this form. 


STEP 4: Establish the turns ratio, N, of the transformer, or 
choose a commercial unit. 


N = E pri(rms) 
Es(rms) 


for Es > E pri 


N = Es(rms) 
E pri(rms) 


The above formulae are adapted from formula 4. It is 
more convenient to express the turns-ratio as a number > 
1. For the condition Es < Epr; the transformer would be 
described as a N to one step-down. And, for Es > E pri 
it would be described as a N to one, step-up. 


Regarding the choice of a commercial unit, the designer 
is simply purchasing a voltage and current rating of the 
secondary winding and, therefore, is not concerned with 
the internal aspects of the transformer. For example, in 
this program, the transformer has a 12.6V CT, 2A 
secondary. This is basically the only specification of 
consequence. 


STEP 5: Determine the parameters for choosing the diode. 


Finding the maximum current through the diode. 


I(av) 
l(pk mS ace 
(Pk) 0.318 
Since Vo is sinusoidal the maximum current through the 
. diode will occur at Vo pk). 


Finding the maximum reverse voltage across the 
diode, VR (pk): 


VR(pk) = 1.414 x Es(rms) 


The above is adapted from formula 2. The peak reverse 
voltage will occur when the diode is reverse biased and 


Es is at a peak value. This operating condition is 
illustrated as point A in fig. 3—1. 


DESIGN EXAMPLE : 


Design a HW rectifier which will develop an average 
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voltage of 2.5V across a 25 load. 


STEP 1: Find Vo(px)- 


Vo (av) 


Vo(pk) = 
0.318 


_ 2.5V _ 7.86V 
0.318 


STEP 2: Find Eg(px). 


Es(pk) = Vo(pk) + VF 


7.86V + 0.8V 


8.66V 


The value of 0.8V for Vr is a good general rule to use 


The required transformer is an 18.7 to 1, step-down. The 
nearest commercial unit is an 18.25 to 1, step-down, or a 


6.3V(rms) secondary voltage. 


A 6.3V(rms) Es will yield a Vovay) of 2.58V. If the 
designer can tolerate this small error in his circuit, the 
choice of a commercial unit is a better one. 


STEP 5: Determine 


the diode. 


for silicon diodes. This rule is reasonably accurate for 


diodes which operate with forward currents up to 3A. The 


designer should refer to 
operating above 3A. 


STEPS: Find Hefei 
0.707 -» 8.66V 
6.12V 
STEP 4: Establish N for the 
mercial unit. 
since fag < Epp 


N E pri(rms) 
FE s(rms) 


New from Williams 


DEFENDER 
ROBOTRON 20864 
STARGATE 


Also: Pac-Man, Donkey Kong, Frogger, 
Centipede, Tempest, Asteroids, 
Space Invaders, Missile Command 


Others shortly. Call for further listing. 


THE WIZ KIDS 


“PRINTERS OF THE OFFICIAL VIDEOSHIRT” 


the data sheets 


transformer or choose 


Finding I(px) 
| 
I(pk) eel 
0.318 
0.1A 0.314A 
for diodes 0.318 


Finding Vp (pk) 


VR(pk) = 1-414 x Es(rms) 
= 1.414 x. 6.3V 


The value of ljay) was determined by use of Vo;ay), 


R, and Ohms Law. The choice is to find a diode with 
the following characteristics. 


ad Ccom- 


Ip > 0.314A 


VR > 8.9V 


The 1N4007 was chosen for the HW used in the program. 


® All shirts are printed on 50/50 
Quality T-shirts. 


@ All shirts have 5-color silkscreen design. 
@ One dozen minimum per style 
@ Sizes: 

Boys: 10-12; 14-16 

Adults: S-M-L-XL 


™ of Nintendo of America 


161 Everest Drive, North Huntingdon, PA 15642 
412/751-3020 600/245-6176 


MANY OTHER VIDEOSHIRTS IN STOCK 
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CLASSIFIED 
ADVERTISING 


SCHOOL FOR 
ELECTRONIC GAMES 
Two-week course covers video and pins. 
By Schematics! Our [Ith year! CAL’S 
COIN COLLEGE, P.O. Box 810, 


Nicoma Park, OK 73066. 405/769-5343 


TOKENS WANTED: Collector 


working on reference publication. Please 
send a couple of your arcade’s custom 
tokens to: “DR. SCOTT” SHERIDAN, 
2425 Broadway, Toledo, OH 43609. Also 
wanted: Any “Odd Ball” tokens you may 
have come across. THANKS! 


WHOLESALE 


Route & Arcade Specialists 


Immediate delivery on all 
new video games 
RECONDITIONED 


Turbo (sit down) 
Turbo (upright) 


Kangaroo 
Robotron 


Stargate 
Centipede 


Looping 
Monoco GP 


Challenger 

Used Pinballs 

Nat'l Cigarette Machines $400. 
NEW CLOSEOUTS $1200. 
Vanguard 

Challanger 

Solar Quest 

Phoenix (ct) 


NJ 201/729-6171 
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BRANCH MANAGER POSITION 


Immediate opportunity for individual 
with proven performance in management of sales, 
accounts receivable, and distributorship operations. 
contact: 


Alan Bruck, President 


BANNER SPECIALTY COMPANY 
Fox Pavilion, Jenkintown, PA 19046 215/572-6966 


price guide 
THE WISEST INVESTMENT 
YOU MAY EVER MAKE 


Constant research of price trends makes our DRA PRICE GUIDE an invaluable 
source of information. With our new easy to read and more complete quarterly, 
you have pages of vital information at your fingertips. The convenient price guide 
lists all the products of top manufacturers in the coin amusement and vending 
machine industry. For 17 years, Distributors Research Associates has been pub- 
lishing the latest prices on trade in and reconditioned machines. Market 
quotations, wholesale and retail, are the basis for compilation by our local and 
national staff. We do the research so that you don’t have to! 


VENDING 
hot drink —. . | Candy. 


MOYER OIEBEL 


pastry VENDING 


F AUT 
OMATIC PRODUCTS (Candy) 
P 4a a6 ( 


VIDEO .- GUNS @& ARCADE 


18. . M 
AT GUN IP Was Rose. Rinne: -«>* . a VIDEO 
6 2P Upngm : 5 “6 + ieee 


MIDWAY VIDEO 
SER? ; 


DOUBLE Play 9"! Basen, 
R ' eda 6 °° 
bata A INNING 2p Upngnt 4 %8 


For complete information and a free mini booklet, mail us this 
coupon TODAY! 
DISTRIBUTORS RESEARCH ASSOCIATES 
6595 N.W. 36th Street, Suite 109B, Miami, FL 33166 
Telephone (305) 871-4980 


Company Name 
Name 

Address 

City 
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a 
i Cali or Write 
for Sales List: 
Contact: Games Division 
Malibu Grand Prix 
21300 Califa Street 
Woodland Hills, CA 
91367 
(213) 703-0022 


Locations through- 
out the United 
States. Videos and 
Pinballs always avail- 
able at good prices 
from our chain of 
game rooms! 


| | 
MALIBU FUN CENTERS. 


&e® ® ®W VW BWVBWVVWWV\@ BW ®@ BV ®@ B® DB BW B VB BWF@ B BBB BFVVWFB VWF SFTVSSVVAISIVVISVsAIVWIVAAVAWAWADA 


WHOLESALE PRICES!!! 
30-DAY WARRANTY 


ee © © © © © © ee ee II aS A tl tl tl th hl hl tl hl 


Defender............. 1595 Stare: fs k esc s ees $250 Guided Missile.......... 250 


CRT MONITORS 
for Video Games 
High Quality & Low Price 


Hyperball............. 1500 Wheels ll ............. 295 Sky Raider ............ 495 

* Color Monitors RICkMON ss cseciens 1495 Lunar Lander........... 595 Star Wawk............. 395 
& Asteroids ............. 995 Space Chase........... 795 Space Wars............ 350 
rs Black & tally Scramble............. 1195 CWCUS 655 hh dee eS ees 295 Football (2p)........... 295 
X-¥Y Monitors Soret x vase cs Picea 495 Basketball............. 295 Foosball .............. 195 


* Green Monitor 
Also carry computer grade monitors 
HANDWELL CORP. 


4962 El Camino Real, #119 
Los Altos, Calif. 94022 


415/962-9265 


Drag Race............. 495 Boot Hill.............. 295. FtONTWO ik 5 Sa sie es as 595 
Space Invaders ......... 595 Dog Paten oi.dcivadesacy 295 Pinbalis.......... from $200 


SPECIAL DISCOUNTS ON VOLUME PURCHASES! 
ELECTRIC COWBOY, INC. 


600 Reservoir Road, Little Rock, Arkansas 72207 


501/225-9478 


POD WWDBVDVBVWVVWS B VVVWBV VV VVVVVWVFVAWVWSB BV VFB WIV VVVVAWAVWAWAWAAA AB 


-e%2eee? @ ® ®@ B22 2% BWW 87838887 2878 DB8287 DBD 


&e2 2222222 @ @8® DBD DBD ®W®W®WWADBBWZWSA’ 


ORDER FORM 


Port Distributors 
P.O. Box 954 
Port Aransas, TX 78373 


CLEAN UP YOUR ACTION! 
WITH GAME CADDY 


Stop spills and cigarette burns on your games with the all new GAME CADDY. 


Customers will stay longer and play longer with the added convenience of 
GAME CADDY!!! 


Please ship the Game Caddies indicated below. 


Features easy to clean no residual drink slots and removable, replaceable 


OC SAMPLE (one only) ............ 
heavy duty ash tray. Easy to install with super sticking, press on adhesive. 


(plus $1.°° handling charge) 
O ONE DOZEN ® $6.5 ........... 


O THREE DOZEN ® 5.5 ......... $214.7 


O GROSS LOTS © $4.% ......... $691.?° 


(Texas residents add 5% sales tax or 
furnish tax number) 
SHIP TO: 


Name 
Address 


SPECIAL INTRODUCTORY OFFER 


City : 
C1 SAMPLE (one only) ..................200.: $9.95 State: 2.225 5 Pipe ne 
(add $1.°° shipping & handling) O Payment Inclosed = Amount_ ‘ 
I) LOTS OF THREE DOZEN EES NEM Se OOO Oe ee Oe $5.95 O Visa O Master Card 
O GROSS LOTS (144) ............... 00000 . KeeiNG.. . Be 


Exp. Date 


DEALERS INQUIRIES INVITED 
Phone: 512/749-6294 
Port Distributors ¢ Box 954 e Port Aransas, TX 78373 


Signatuare 
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ne COCKTAIL TABLE DISTRIBUTO RS WANTED PHOTO MACHINES 

= = Utec Inc. a Manufacturer of Quality WE BUY & SELL 

= aa CLEARANCE SALE ae = Kiddie Rides is seeking Distributors CHEMICALS, FILM, PARTS 

= - g cturers/no copies = to Represent Our Line onan BEST PRICES GUARANTEED! 

= Astro Blaster........... $525. 5 Exclusive Territory Basis. ED HANNA 

= Stratovox............... 475. = For Complete Information P.O. Box 5249, Utica, NY 13505 

= Asteroids............... 425. = Write or Call 315/738-1122 

fia) ae 

me MOOG 65656 reba} oe5 4b ex 795. = 

= Asteroids Deluxe......... 425. = 

= Moon Cresta ............ 475. = 

= Galaxian................ 550. = : i fe ¢ 

= B&BVENDING CO. = a COMPLETE BUYING 
= ison ot, Dallas ] = Seontishe : 

ARC entree SERVICE FOR ALL: 
Tvavacegcarvaraceccacvaregceavacvaracease a 
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LEGAL SPEED UP KITS 
Now Available 
COPYRIGHT SAFE 
Does Not Change Original Program Design 
INCREASES SPEED OF PLAY ACTION 
Easily Done — No Chip Changes 


e VIDEO & PINBALL 
(new and used) 


e KIDDIE RIDES 
e PROMOTIONAL ITEMS 
e HOME VIDEO 

GAME CARTRIDGES 
e PAC-MAN WATCHES 


unlimited quantities/Fast Delivery 


WHOLESALE PRICES ONLY 


AMERICAN MARKETING 


825 NE. Lakewood Blvd., Lee's Summit, MO 64063 
816/795-0670 
816/478-1364 


CALL NOW: (212)531-1557 — leave order 
OR WRITE: 


GOLD COAST 
Box 155, Brooklyn, NY 11236 
(all orders shipped immediately UPS C.O.D.) 


Khai hh dbddddddddddddddddddsdddddddddddddddddddddddddddaaddececcedtcv 


LMM AAA L MAMA LLL 


“DON'T SIT ON YOUR “ASTEROIDS! 


CONVERT TO NEW HOT FULL COLOR GAMES 
WITH XC-100 ASTEROIDS CABINET CONVERSION KIT 


XC-100 KIT 
ae $495.00 « 
a 
KIT INCLUDES: 
* 19” color monitors * Tinted plastic safety screen 
* Isolation transformer * Choice of control panels 
* Monitor mounting bracket (allows * Monitor bracket template 
both vertical & horizontal for easy mounting 
picture tube mountings). * All required hardware 
* Picture tube bezel * Easy instructions 


THIS IS A SUPER KIT! IT IS WELL ENGINEERED & CAN BE 
INSTALLED IN LSS THAN 2 HOURS. 
“YOUR TOTAL SATISFACTION IS GUARANTEED” 


***°XC-101 kit $275.°, same as XC-100 but without color monitor” 
WvVGO, INC. 
in S 
neha loge _ 213/516-9525 


82 PLAY METER, November 1, 1982 


VIDEO GAME SPECIALIST 


VIDEO GAME 1 Repair most current video game 
PC boards at the lowest price. 
LOGIC BOARDS 2. Consult & design video game soft- 
New & Used imported games ware & hardware. We can turn your 
LONG LIST idea into a new video game. 


: 3. Supply PROM, IC chips, & part 
Fabco International Inc. aye ee a parts 
104 Applewood Dr., Suite ‘A’ g . 


Longwood, Florida 32750 f a A 8 D a5 | N Cc a 


305/831-0399 171-01 Jamaica Ave., Jamaica, NY 11432 


212/739-0758 


ARCADE CLEARANCE SALE 
HENRY’S PLAYLAND 


(201 )793-4085 ask for Donna 


Missile Command ; Zaxxon 


For Franchise 
Information 
Contact: 


LEE TOLLEY 


CAN-AM MARKETING SERVICES, INC. 
5555 South DTC Parkway 
Suite 3001 
Englewood, Colorado 80111 


303/741-0792 


Armor Attack : Centipede 
Astro Fighter ‘ Donkey Kong 
Carnival ‘ Turbo (sit down) . 


Black Knight 
Superman 
Galaxian 


TIRED OF WAITING FOR YOUR BOARDS? 


How many times are you willing > oo our boards are not ready yet”? 


“N 
fil on all repair & exchanges on printed circuit boards: 


LOGIC, CPU MPU! é:6.t0'c00 via dada baw ud bvmns 
POWER SUPPLY: 652g cot diva aoe actmdie betwen exces 41. 
SOLENOID DRIVER ....................000000. 41. 
SOUND/AUDIO ................000 00. c cee eee 41. 
SCORE DISPLAY es, ao usted dnd care olde dis obs Gates 


These rates will NOTapply: J RAMP DRIVER... 2... eee eee, 
1. If board has been brutalized or damaged by 
the customer. Missing components 
will be charged separately. 
2. Two sets of boards in metal cases. 


In an effort to streamline the processing and speed up 
our printed circuit board repair/exchange program, 
we have established a “flat rate” price for all repair 
and exchanges (Monitor P.C. Boards not included). 


ATARI VECTOR GENERATOR ................_ 70. 
ATARI AUXILIARY....................0000 70. 


We sell ‘E’ Proms 


“FLAT RATE” charges will apply in ALL other cases. ‘ 
for the lowest price around 


FASTEST SERVICE...QUANTITY DISCOUNTS...CALL NOW! 
FRISCO ELECTRONICS & VENDING, INC. 


3299 19th Street, San Francisco, California 94103 
DAY: (415)648-5466 NIGHT: (415)359-5641 


OPEN 24 HOURS! 
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Convert your SINGLE SHOT games into... 


Rapid Fire:... 


Revive your dying game - increase play and profit. 


Our Rapid Fire Kits come 
with beautiful decals for | IMMEDIATE DELIVERY 


front glass and fire button od , 
which identify yourgame as | es $182° each 


being Rapid Fire equipped. | __ j ens 9% 
Detailed instruction sheet . , Players or 3 for $3 : 


shows you the easy five- ae _Calidentity 


A . Rapid Fire™ (Calif. residents add 6% sales tax.) 
minute, on-location equipped games. Mail check or money order to: 


installation. RAPID FIRE 


For COD. call 2332 Kirkham Street 
90 days FULL WARRANTY (415) 564-9768 San Francisco, CA 94122 


ARCADE & 
BAR-B-O 
APRONS! 
For cash or 
for cooking! 


Color on 
Sturdy Cloth! 


INCREASE 2 
YOUR PAC-MAN co G 
PROFITS! ew! ( Y 
Aprolis................. $6 ea., min. 1 dozen N % 
License Plates ......................5. 95C ea., 


min. 1 gross (144) 


Bumper Stickers .....(15-500) $1.25 ea. 
min. 1 dozen 
(501-5000) 75C¢ ea. 


New items arriving too fast to advertise! 
PAC-MAN — BALLY/MIDWAY TM of BALLY/MIDWAY Mfg. Co. 


SHIP TO: 7 Quantity {Unit Price} Total Price 
2 eee ae 
: 
i aici naan 2 S(T 
Phone( _) oO Subtotal | 
| Postage & Hand. [ 
TERMS: Check with order or send C.0O.D. Total aa 


Please make checks payable to: 


Amusement Marketing Concepts, Ltd. TOTAL POST. & HAND. 
P.O. Box 3002 
Springfield, Mass. 01101 $15-30 | $3.95 | 
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Contact us now to order or for free brochure — 
use this form or call (413) 781-1220. 


227WHY PAY MORE?? 
Defender 


COMPLETE BUYING 
SERVICE 


* VIDEO * PINBALLS * 
(NEW AND USED) 


* KIDDIE RIDES * 
* PROMOTIONAL ITEMS * 
* HOME VIDEO 
GAME CARTRIDGES * 
Unlimited quantities/Fast delivery 


WHOLESALE PRICES ONLY 
ALL-PRO 
AMUSEMENT CO. 


Walter or Cheryl Goines 
9604 Middleton, Lee’s Summit, M0 64063 


816/524-8829 


Scramble 
Tempest 
Tomahawk 777 
Space Encounters 
Turtles 

Black Knight 
Firepower 


plus many more!! 
Inquire about our price list! 


flipper mcgee 
amusement company 


9815 Main St., Whitmore Lake, MI 48189 


313/449-2016 


HOT LINE 
SUMMER USED SPECIALS 


FALL USED SPECIALS 


LOCATION READY 


Defender............ $1695. 
Galaxian ............. 895. Pac-Man ............ $1895. 
Asteroids ............ 795. Missile Command (ct) ... 595. 
Tempest ............. 1395. OG oace eo ra eel ek 1195. 
Centipede ............ 1995. Omega Race .......... 1395. 
Spectar.............. 595. OI 26G4. he cadet eae 1395. 
Stargate ............. 1995. Missile Command ...... 795. 
DATA EAST convert-a-games “NEW” .................... $2395 
DATA EAST new game cassettes....................... $ 395. 


All videos are upright unless specified otherwise 


VISIT US AT BOOTH #1911 AT AMOA 
IN CHICAGO IN NOVEMBER 


* CALL US FOR OUR NEW “VIDEO” & PIN CLOSEOUTS” 
THE GAME EXCHANGE 


WEST OFFICE MIDWEST OFFICE SOUTH OFFICE 

1537 W. Alameda Ave. 313 Neilston St. 1701 Spring St. 

Denver, COL 80223 Columbus, OH 43215 Smyrna, GA 30080 
(303)7 77-3500 (614)221-3416 (404)435-0802 
1-800-525-2703 1-800-848-0110 1-800-241-1877 


“Word wide exporters of video games.” 
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GIANT 
HEAVY DUTY 
TRUCK TARPAULINS 


12x16 $ 23 
16x20 32 
20x20 36 
18x24 38 
18x32 50 = 60x120 
20x30 590 4 =50x150 


Before Midnight November 14 
Viking Industries. will send any of the 
above truck size tarpaulins to any 
reader of this publication who reads 


26x40 
26x55 
30x60 
50x100 


$ 89 
115 
145 
390 
547 
962 


and responds to this test before midnight 
November 14. Each tarpaulin Lot (#Z-18 PVC) 
is constructed of high density fabric (with 
virgin grade ingredients, supplied by Gulf Oil Co., 
Dow Chemical Co., and Union Oil Co.) with nylon 
reinforced rope hems, double lock stitched 
hems, 


electronically welded seams, 100% 
water proof, #4 (%” diameter) metal 
grommets set on 3 ft. centers with 
reinforced triangular corner patches 
and are recommended for all heavy duty 
use, and all bulkk or pallet riding materials, 
and will be accompanied with a LIFETIME 
guarantee that it must perform 100% or it will 
be replaced free. Add $7 handling & crating 
for each tarp ordered. Viking Industries 
pays all shipping. Should you wish to return 
your tarpaulins you may do so for a full 
refund. Any letter postmarked later than 
November 14 will be returned. LIMIT: fifty (50) 
tarps per address--no exceptions. Send 
appropriate sum together with your 
name & address to: Tarp Test, Dept. #563k, 
Viking Industries, 

6314 Santa Monica Blvd., Los Angeles, 
CA 90038, or for fastest service from any 
part of the country call collect, before 
midnight 7 days a week (213)462-1914 
(ask operator for TARP TEST #563k. 

Have credit card ready. 


COD DVP LIPVVLPV ID VLPVL PV LVL? 


TOP VIDEO SALE!! 
ROUTE CLEARANCE 
(all original manufacturers) 

UPRIGHTS (with security bar already installed) 


WUGDG oe so hea $2800 
DIN end arse Heats ah 1600 
FOQUGT fice es eae hows 1900 
Asteroids Deluxe .......... 1000 
Red Alert................ 1400 
CONG .oaidee se Lhe ewes 500 
COCKTAILS 
Asteroids................ $900 
Missile Command........... 800 
Space Invaders Deluxe....... 500 
GOlISRIAN 6.65 ooksio 4 8ee wees 900 
PUOGUOR 665s 654% Howe awas 1600 
TOs odes dae Nee Cees 800 
Astro Fighter.............. 700 
Gera. 3 cb gah biases en 300 


GAN DALF’S GAMES 


1113 Powers Ferry Place, Suite E-3-8 
Marietta, Georgia 30067 


(404)955-7739 


OVP VL? Ee ee ee a RT 
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Distributors for the 
complete NSM line 
**now shipping the brand new 


240 SELECTION box 


COLUMBIA VENDING 
SERVICE, INC. 


6424 Frankford Ave., Baltimore, MD 21206 
301/485-3700 


(ask for Tony Paszkiewicz) 


¥, y, 
7 y; 
¥ EQUIPMENT FOR SALE J 
4 VIDEOS y, 
4% Midway GALAXIAN..... $1100. ¥ 
6 Midway KICK ............- 1800 &% 
¥% Atari MISSILE COMMAND ..1150 ¥ 
4 CenturiPLEAIDES ........ 1300 % 
O. Midway SPACE ENCOUNTER .400 ¥ 
s Sten SUPER COBRA .... 1325 J 
2 FLIPPERS yf 
4 «Gottlieb CLEOPATRA..... $280 ¥ 
¥ williams FLASH............ 450 ¥ 
% ~§=6 Gottlieb JOKER POKER .... 265 & 
%— BallyLOST WORLD ...... 325 ¥ 
4 Stern METEOR A ee a ee 525 &% 
¥ williams WORLD CUP ..... 285 ¥ 
2 MUSIC y 
¥ Rowe TI-1 ($ acceptor) . $475 ¥ 
y NSM Pretiage ........... 875 ¥& 

v. 
Z CONSOLES ¥, 
¥ Sweet Shawnee ........ $550 4 
4 Wild Arrow.............. 395 & 
7 7 
¥ ¥. 
7 y 
¥, ¥ 
¥ 7 
¥ ¥. 
7 ¥ 
7 ¥ 
¥ ¥ 
¥. ¥ 
¥. ¥. 
y ¥; 
y; ¥ 
¥ ¥ 
y ¥ 
7 ¥ 
¥. ¥ 
¥ ¥ 
¥. ¥ 
¥ ¥ 
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WIZARD ELECTRONIC’S NEW CONVERTIBLE GAME 


®@ Upright & 
Cocktail Models 


®@ Solid Wood 
Construction 


@ Heavy Duty Wiring 
& Power Supply 


@ 1 year warranty on 
Top Rated Monitor 


@ Double Lock 
Coin Box 


@ Rear Cabinet Wheels 


[inmewnoerevene’ 


Can be whatever you 
want if to be: 
LOOPING 
LADY BUG 
KNOCKOUT 
RED CLASH 
JUNGLER 


A HUNDRED GAMES 
IN ONE!!! 

Call now for new low 
factory expansion 
discounts 
LEASING PLAN AVAILABLE!!! 


(Dealer Inquiries Invited) 


cal: 702/871-1555 


or write for Brochure: 


WIZARD MARKETING 


3140 Polaris, Suite #20, Las Vegas, Nevada 89102 


MAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAL 


NOW IN STOCK 


3 
DONKEY KONG, JR. ? 
: 


CALL NOW FOR IMMEDIATE DELIVERY 


omen 7051 Port West #150 


pisrripuTiNG co..INC. Houston, Texas 77024 


713/868-4145 


P.S. ALL OTHER POPULAR GAMES ALSO IN STOCK! 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 


A AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAL 


AAAAAAAAAAAAAA 
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BELITA 


Lightweight portable 
COIN COUNTER 


> 


HEAVY DUTY GAME CABINETS 
4 styles/$165 - $185 
OPERATORS! 

Make your own games for under 
$1200! Many legal boards available 


USED LOGIC 
BOARDS 


$150-up 
ALL TYPES 


(all legal) 


B & A ELECTRONICS 
Box 306, Taylor, MICH 48180 


(313)675-8541 
©6006 


We supply cabinets & also supply 
names of dealers handling all 
necessary parts to build your game 
“If you can fix ‘em, you can build ‘em!” 


R.V. ELECTRONICS 
712/722-3443 


Rae 
Pak 
ote 


ig 


. | 2 
BELITA 


LIGHTWEIGHT PORTABLE 
COIN COUNTER 
Manual or Electric 


MNATTENTION ALL VENDORS!!! 


New game prices giving you the blues? 
We carry everything you need to make your own equipment. 
SAVE $$$$ HUNDREDS $$$$ 
Whether you are converting old into the hottest new games, 
building new, or in the market for a ready to plug in new game; 
WE CARRY IT! Our technical & sales staff are ready to assist you today. 
From one piece to a thousand. LET US QUOTE YOU. 
P.C. boards/cabinets/harnesses...and much more. 
Call today, we won't disappoint you. Highest quality available 
fast, dependable service & world wide distribution 


SYSTEMS 
516/643-6033 


(in New York) 


e AUTOMATIC STOP 

e INEXPENSIVE 

e COIN TRAY SUPPORT 
e BAG HOLDER 

e FAST 

e ONLY 9 POUNDS 

e LONG LASTING 


R.H. BELAM CO., INC. 


1 Delaware Drive 
Lake Success, New York 11042. 


516/488-5600 
Telex: 221568 or 7978093 


2 VV RVR RN RAALRALRANRANRANNLRAARRANRRANTRAARRAY 


Se 
FROM COAST TO COAST 


Are EV, 
One SHG 8 
+ One ZASS3ON 


+ One £3183 EVEL 
$6,495. 


TM x 
WE SELL THE FUTURE. *:«..** ...FOLLOW US. 


Lomputer Earning Games, tne. 


91 Monroe St. , 18th Floor, P.O. Box 1687. Rockville, MD 20850 = (301) 251-1200 


NRAVRAVRANRANRRANRAN RANA RAR tm tm tm mm ccm crm crm mace ccm ccm nce ccm cc acm cm amma 


Qxvence wwe owe com oom oom oom nse ce crm os Ae TRANTRAARANIRANRANIRAIRAIRASTRR,A RRA ARR ARRAN AW mate 


NNR 


\ 


WE 


PLAY METER, November 1. 1982 67 


why pay more? 
USE NATIONAL TICKETS 


Custom Printing for your machines 


1650 B'way at 51st St. NYC 
(212) 757-1426 


NATIONAL TICKET 
Jack Conway, President 4 


COUNT COINS FAST 


Coin Sorter with 
Automatic Coin 
Feeder sorts, stacks, 
counts coins. Does 
an hour’s work in 

10 minutes! 

}¢ Cuts tedious hand 
work 

e Sorts up to 500 


4 COINS per minute 
ogg COMPLETE: $114. 
eee wae 3-year guarantee on 
— BY, details or order now 
for 2-week free trial 
Dept. 17426 
220 Delaware Ave. Buffalo, NY 14202 


Ss \ \ o. ¢ Speeds roll wrapping 
entire unit. Write for 
NADEX INDUSTRIES INC. 
CSS —S—=—_ 
ROUTE CLEARANCE SALE | 


(all original manufacturers) 
Donkey Kong ........... $1800. 
| Pac-Man................ 1650. | 
Omega Race............. 1000. 
Astro Blaster............ 750. 
Asteroids............... 425. 
Asteroids Deluxe ......... 425. 
Galaxia: oss 88e aes 700. 
Tempest................ 1400. 
| Defender ............... 1400. | 
POQGOR 606 .00d herds eee Se 1350. 
| Phoenix ................ 1000. | 
B & B VENDING CO. 
1560 Edison, Dallas, TX 75207 
214/747-0041 
a ) | | 


SPECIAL NOTICE 


purchase your used equipment from 
NEW ORLEANS NOVELTY CO. 


In business for 50 years 
International reputation for selling 
the finest used videos; flippers; & 
amusement games available anywhere. 
Each & every game beautifully 
refinished like new by experts 
All games authentic/legal factory models 
GET ON OUR MAILING LIST FOR OUR 
LATEST PRICE BULLETINS OR CALL 
Rose, Eddie, or Jean for latest prices 

3030 No. Arnoult Road 
Metairie, LA 70002 
Tel: 504/888-3500 


> - 
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ATTENTION DISTRIBUTORS! 
RAPID FIRE’S SALES ARE INCREASING ACROSS THE COUNTRY. 
FOR PROMPTR CUSTOMER SERVICE, WE ARE CURRENTLY 
LOOKING FOR QUALIFIED DISTRIBUTORS TO HANDLE OUR 


PRODUCT. INTERESTED PARTIES SHOULD WRITE OR PHONE 
RAPID FIRE, ATTENTION: SIMON SHIM. 

RAPID FIRE 

2332 Kirkham St., San Francisco, CA 94122 

415/564-9768 


TRUCK FOR SALE: 1981 Ford 
LN7000 with custom aluminum 18’6” 
body with lift gate. LIKE NEW. Perfect 
for moving games. $26,500 or best offer. 
Call: 313/449-2016 


Exceptionally clean upright videos 
(all originals/no copies) 

ASTEROIDS 

CENTIPEDE 


LIQUIDATION SALE 


We are the world’s largest 
re-manufacturer of vending 
equipment & have recently 
acquired a complete video game 
route’s inventory for 


IMMEDIATE SALE 


call today!!! 
VENDORS EXCHANGE 
Toll Free: 1-800-321-2311 
In Ohio (collect): 216/432-1800 
ask for Greg Reid 


RC eee 


GOO oO" 
Ware wn 


wo : 


VIE Soe eS 

RENN Woe cite \ 

SW \ ad ete \\ AA 
Limited quantities available. All games are uprights unless otherwise noted. 
TOTAL VENDING SERVICES, INC. ¢ 750 Ponce de Leon Pl. ¢ Atlanta, Ga. 30306 ¢ (404) 875-7555 
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IMMEDIATE DELIVERY 


: @@ ) 
L ( K 6 DISCOUNT PRICES 
6 AT THESE PRICES!!! oa PAC-MAN & GALAGA (new) $2395.ea. (limited supply so call now!) 
i We buy, sell, & trade har . oboe Frenzy Zaxxon 
ungie Ain i : 
0 Nauskty Bevtuae $1295, g G i estern Donkey Kong Donkey Kong, Jr 
§ §=Lady Bug (new) ....:.. 1095. & RECONDITIONED: 
Q Jack Giant Killer (new) 1495. Gorf (mini/demo) Armored Car Mouse Trap Helifire 
j Rapid Fire (new) ....... 895. Galaga (mini) Qix Make Trax Zaxxon 
; Hyperball (new) ........ 895. 4 PINBALLS: 
Ceninede aleaniibe Hey i Space Invaders Haunted House Orbitor (demo) Firepower 
° VAL OGRE ood dows len ens 2195. rs DECCO CASSETTE SYSTEM—EXPLORER & MISSION X/IMMEDIATE DELIVERY 
y Ms. Sc Man du arntedct’ 2195. (The interchangable that is revolutionizing the industry--a must for every operator! 
6 eae is opanineeeaaas tae : IRONHOUSE AMUSEMENTS 
Ym ae 5640 Nicholson Lane #113, Rockville, MD 20852 301/984-8177 
§ Kick Man..............1695. $ 
é ASEM uence ae ee b 
i ee tue aiuadeehdehe asic ate f 
;  Pmega Race ...........1395. § | WENDING ROUTE FOR SALE IN PA & NJ 
A TALE) 93 Ge are 1195. 
3 Phoems Soda ti toe tant 1195. Games, Music, Cigarettes © $800,000 Gross Profit 
: mie Sirs eer y rere nets i Call VR Business Brokers 
izard of Wor ......... . S§ 
j iy Baron cu coe ee sands 895. JEFF WALDRON ® 215/820-7640 
° ALAXIAN cic hanss eure 845. 4@ 
@ Solar Quest ............ 1095. ¢ 
§ Crazy Climber .......... 895. 0 
s Fire Truck.............. 450. 
Star Castles. icsaecney core one C 
: Sky IVER tn hae eas : t 
Die ee phe. 595. 6 | CHECKED & LOCATION READY oun 
Space Duel (c/t) ....... 1395. § Coin Counter 
: Missil e Command....... 995. ; oe oe padlee ar i poral 
arp WAED: 6x5 seatces ss y 2 changed to a new game [or I/0 (0 
eed Deine fe wee ee ee sacbinestes 
e ZSUCTUIOS DCIUAC.....02. : (10 games in one) g 
g Battlezone .............. 695. y MISSION X eoeaue game)... . manual /electric 
§ Battlezone (CAD) eis caues 299. 4 EXPLORER (convertable game) : all denominations / tokens 
f Starsnip ey Ree ee ee ee ee 350. 8 RADAR ZONE (convertable game) .. . , auto stop for tubing 
©6006 6 0 6 6 00 6°60 06 '6 ° (convertable game ° 
- The Pit 1495 A SUPER ASTRO FIGHTER 2495 Lcaihkaldor 
8 | 695. NEBULA (convertable game) pa : 
e pede sacihshel Rie tase Rate 1095. 8 RED CLASH (convertable game) . . . .2395. 1000 + coins per minute 
a Ree a oes oaan tega uate a aeteeni ed 695. 4 COSMOS (convertable game) feel 
4 or Attack........... 895. ¢ DAZZLER (convertable game) ; 
f ae yea He Guess 995. SPACE FORTRESS piseual game) 2395. 
6 DACE PUT ata esos sass 995. DARK WARRIOR (convertable game) . 2395. 
¢ Astro Blaster .......... 1195. ¢& VIDEO 8—BALL (convertable game) . 2395. 
h STOCCUAT osctd-dic ceiaionarcees 795. ! PRO GOLF (convertable game) 
@ ‘ a Pe eee eit 6 
UP, Ge A: | | nc rr 
pace ce bathe ech He 
y ce Encounters....... = OS 
@ Space Zap (cab) ........ 450. @ | DONKEY KONG, JR. 
g Scramble ............... 895. § | ROBBY ROTO 
4 CYZCDK bh aeeiva hacen: 995 ; 
SAMAR ooo yen cenees 1495. $ | ALPINE SKI 
@ Super Cobra (c/t)....... 850. § BOSCONIAN 
i Super Cobra. .sisccs0see: 895. 4 KICKMAN 
Se he EET Ce ee ney ee 695. ; STRATEGY X 
PAUOVOK i eb oho cago 695. 
a MCONOWY Teed ccatn ciel: 995. @ 
Zn (cath baiatie eae Siena aoe , y eee 
: zon (cab)............ : i SS 
j | 
Original Game Boards i SCAN COIN 
; ioe rn i LAKESIDE ELECTRONICS World's First Choice in Coin Handling Systems 
: Power Supplies ee 4 201 Elden Street 
t EPROM Pro prices. & AMUSEMENT COMPANY Herndon, Virginia 22070 
gramming 7 
( 8 310 Covington St. P.0. Box 176 Call Toll Free 
( Q a phen Louisiana 70447 1-800-336-3311, 
° 4 ike Cannon 504/845-7146 in Virginia call 
COMTEC, INC. (703) 471-6510 
; 1-§01-751-9512 BP ERR RRCRRRRICRERRRE Dealer inquiries welcome 
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TAITO MULTI TESTER: New, 
Immediate delivery. $3,300. 
Phone: (601)857-5187 


FOR SALE: Rowe WRA wall boxes, 
reconditioned. Seeburg consolettes— 
antique or chrome. Both Rowe and 
Seeburg hide aways available. MARION 
AUTOMATIC MUSIC, 871 N. Marion, 
OH 43302. (614)382-9585 


FOR SALE: Space Duel (new), $1695; 
Pac-Man, $1895; Tempest, $1595; Qix. 
$1495; Space Invader, $350; Space 
Encounter, $250; and Asteroids Deluxe, 
$895. D & P Music, 658 W. Market St., 
York, PA 17405. Call: 717/848-1846. 


ROUTE CLEARANCE SALE 


MPRICED TO SELL! 
PAC-MAN 


DONKEY KONG 

ROBOTRON 

ALPINE SKI 

OLDER GAMES ... GREAT PRICES 


919/227-0416 


WE HAVE THE LOWEST PRICE 
ON AMERICAN LOCKS & HASPS 
ACE LOCKS re-keyed.. $1. 
ACE KEYS cut....... $1,00 
“FOR YOUR COMPLETE 
SECURITY NEEDS” 
POWER SUPPLIES & MONITORS 


PHILADELPHIA VENDING 
8810 Dewees St., Philadelphia, PA 19152 


215/698-2738 


HAVE GAMES 
WILL TRADE! 


Trade your Pac-Man, Defender, or 
Monaco GP on any of the following 
new games for immediate shipment: 


Robotron 
Zaxxon 
Ms. Pac-Man 
Turbo 
Stargate 
Centipede 
Dig Dug 
Slither 
WE ARE ARCADE 
PLANNING CONSULTANTS 
201/729-9195 


Jungle King 
Donkey Kong, Jr. 
Moon Patrol 
Gravitar 

Tron 

Kangaroo 
Tutankham 


EPROMS PROGRAMMED 
2708; 2716; 2532; 2732; 2564; 2764 


$10.°° PER CHIP 
PROGRAMMING FEE 


Send us any EPROM or ROM and we 
will duplicate it for $10, plus the 
cost of the blank chip. You may supply 
blank or buy 
from us at the following rates: 


Software 
Development 
Available 


BOARDS REPAIRED 
Send us any video board, power supply, 
or TV monitor. It will be repaired and 
shipped out 
within 24 hours in most cases. 
(Carry in service available) 
GAMEROOM SERVICE 
We currently service many of the most 
successful gamerooms in the 
New York City, Long Island area 
Call for prices. 


GAMETEK SERVICE CO. INC. 
199-18 32nd Ave., Bayside, NY 11358 


(212)631-9242 
(800)221-9070 Toll Free 


WHY PAY MORE???? 


NEW VIDEOS-CALL 
Jungle King 
Moon Patrol 

Tut 
Donkey Kong ur. 
Ms. Pac-Man 

Pengo 

Gravitar 
Tron 

Dig Dug 

and more! 


VIDEOS IN STOCK 
WHOLESALE PRICES 


(available for immediate shipment) 
Centipede Red Alert 

Make Trax Astro Blaster 
Donkey Kong Venture 
Tempest Night Driver 
Frogger Death Race 
Space Duel Sprint il 
Scramble Sundance 

King & Balloon Battlezone 
Galaxian Tora-Tora 

The End Turties 

Space Invaders Stunt Cycle 
Space Encounters Star Castle 
Space Wars Strategy K 
Super Cobra Omega Race sd 
Megattack Star Fire sd 
Space Zap Radarscope sd 
Eliminator Missile Command 


PINS 
Mr. & Mrs. Pac-Man 
8-Ball Deluxe 
Rapid Fire 
Fireball il 


(plus many more!!) 


KIDDIE RIDES 
COCKTAIL TABLES & MINI’S 
Gl In STOCK... 


We ship anywhere. You pay for the 
crating and/or freight Games may be 
seen In our West Virginia or Maryland 
game rooms or warehouse. Call for our 
complete list of games. 


FAMILY AMUSEMENTS, INC. 


Rt. 1, Box T-122, Charles Town, W. VA. 25414 
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First in 
3-D effects 


Subroc-3D, a new video game from 
Sega, brings authentic 3-dimensional 
video and stereo sound effects to the 
amusement game industry for the first 
time, Sega officials said. 

The new game also features a “two- 
scenes-in-one” playfield in which the 
player can maneuver his flying Subroc 
craft to skim the ocean and battle sea- 
ships, or to soar the stratosphere for 
high-flying excitement against enemy 
spaceships and flying saucers. 

The game’s objective is to score 
points by defeating a barrage of enemy 
warships on the sea and in the air...and 
to destroy the elusive, barrier-protected 
Command Ship at the end of each 
round. 

Subroc-3D’s dimensional effects are 
produced with new hardware and 
software systems. The playfield is 
viewed through Sega’s unique 3-D 
viewing system that allows the player 
to view a true 3-dimensional image 
without 3-D eyeglasses. Special 
shutters operating at 30 images per 
second alternately display the video 
images on the monitor in rapid syn- 
chronization. By looking at dual 
images with the right and left eye 
separately, a 3-dimensional picture is 


formed. 
During game play, the player can 


freely choose between air and sea 
battle as part of the special player- 
control features built into the game. 

At sea level, the player faces various 
seacraft enemies that fire torpedoes 
and space charges. Ominous battle- 
ships head directly toward Subroc. 
Other warships, called destroyers, 
move horizontally across the screen at 
varying distances from Subroc, their 
point values changing in proportion to 
their distance. 

From the air, Subroc is attacked by 
Flying Saucers and gargantuan Air- 
ships firing lethal rockets. All the air 
and seacraft, their rockets and torpe- 
does, are targets for Subroc, and when 
hit, they score valuable points for the 
player. 

The game is over when all player 
craft are destroyed. Subroc-3D is a 
one-player game and is operator 
adjustable from three to five player 
ships and various skill levels. Sega’s 
one-of-a-kind Subroc-3D game is 
available in upright or sit-down cock- 
pit models. 
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The Wright Group Inc. has introduced 
its new children’s prize vendor, Clown- 
A- Round. 

The unit is constructed of durable, 
heavy-guage steel with a baked enamel 
finish. It combines cosmetic appeal 
with mechanical reliability, including 
a photo-electric cell in place of con- 
ventional micro-switches. 

Clown-A- Round comes in a super- 
size 76-inch unit. Standard size is 58 
inches and the mini is 48 inches. Both 
feature a synthesized sound program, 
as well as a rotating clown. 
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Aids to the Trade 


Making a switch 


Chicago Switch, a subsidiary of Illinois 
Tool Works Inc., introduces a new 
push-button switch designed to func- 
tion in the rugged environment of a 
busy arcade. 

The Game Switch features an 
umbrella shield that protects the con- 
tacts from spills and debris. The switch 
can be rinsed out with water without 
affecting its operation. The Game 
Switch is interchangeable with switches 
used by the electronic game industry. 

Chicago Switch’s new switch is 
designed to withstand the pounding 
given high traffic arcade games. It has 
been rated to 2,500,000 cycles. It’s 
installed with single-nut mounting and 
quick-connect terminals and available 
In standard and custom colors. The 
Game Switch offers a choice of gold or 
silver crosspoint contacts. 


For complete information on the 
new Game Switch or other switch 
requirements, contact Chicago Switch, 
a subsidiary of Illinois Tool Works 
Inc., 1714 N. Damen Ave., Chicago, 
Ill. 60647. Phone: 312/489-5500. 


Video T-shirts 


The Athletic Supporter Ltd. and Sega 
Enterprises Inc. have announced a 
licensing agreement for the production 
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of Turbo and Zaxxon video game 
T-shirts. 

Under the terms of the agreement, 
the Athletic Supporter will have exclu- 
sive rights to manufacture and dis- 
tribute preprinted silkscreened designs 
on both T-shirts and jerseys through- 
out the United States and Canada. 

The Athletic Supporter Ltd., a 
screenprinting and marketing firm 
located in suburban Detroit, will be 
adding these video designs to its estab- 
lished selection of more than 100 copy- 
righted shirts which includes the entire 
line of M*A*S*H T-shirts and jerseys. 

In addition, the Athletic Supporter 
has also secured a license to print and 
distribute Frogger video T-shirts and 
jerseys. 

All of these new designs will be 
printed on first quality T-shirts and 
jerseys. The designs will be available in 
both youth and adult sizes. 

More information can be obtained 
by calling the Athletic Supporter Ltd. 
at 800/521-6500. 


ZZZip it up! 


Platt luggage introduces a new con- 
cept in tool cases—ZZZippers. 

Crafted from DuPont’s new fabric, 
Cordura, the cases are light, tough, 
and easy on the pocketbook, Platt 
claims. 

The zipper tool cases feature a 
heavy-duty zipper, pockets, and 
pouches for tools and accessories, with 
a metal pocket on the outside. 

ZZZippers come in three sizes. 

Model 670-ZT has 27 molded 
pockets made of Texin, an exception- 
ally tough urethane elastomer material 
that’s practically indestructible. The 
pockets are molded without any 
seams, stitches, or rivets, forming a 
solid one-piece unit. You don’t have to 
worry about tearing, ripping, cutting, 
Or puncturing as you work. The case 
also has a pocket for paper and order 
books, and a magnet board for holding 


small parts while working on equip- 
ment. There’s a Cordura nylon pouch 
for extra parts and equipment. The 
case measures 18 by 13 by 214. 

Model 665-ZT has 27 molded poc- 
kets made of the same material as 
model 670-ZT. There are two vinyl 
pouches for extra parts and equip- 
ment. The case mesures 14 by 13 by 
Dh 

Model 660-ZT has 29 stitched and 
riveted tool pockets- made of special 
Neoluxe vinyl. These pockets are 
designed to fit tools snugly and retain 
their shape. There is also one vinyl 
pouch for extra parts and equipment. 
The case measures 13 by 10 by 214. 


ee 
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For complete information write 
Platt Luggage Inc., 2301 S. Prairie 
Ave., Chicago, IL 60616. Phone: 312/ 
225-6670. Contact Michael Platt. 


Clean up 
your business 


Clean up your act—whatever it is, by 
using the Ash ‘n Can Caddy from 
Spectrum Innovations Inc. 

Specially designed to eliminate 
spills and cigarette burns, Ash 7 Can 
Caddies are sturdy units developed to 
reduce your maintenance time and 
improve your image. They attach 
easily to most any surface, the com- 
pany said. 

Ash ‘n Can Caddies can be used for 
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arcade games, cocktail tables, cafete- 
rias, amusement parks, factories, fast- 
food chains, fairs, nightclubs, boats, 
restaurants, offices, carnivals, trade 
shows, game rooms, trailers, rest 
rooms, amusement trailers, ticket box 
offices, waiting rooms, laundermats, 
hotels, motels, concert halls, con- 
vention centers, malls, stadiums, 
amusement rides, vending machines, 
drawing tables, poolside, airports, 
pool tables, counter games, midway 
group games, coffee shops, and almost 
anything else you can think of. 

For additional information write 
Spectrum Innovations Inc., 453 Glen- 
brook Road, Stamford, CT 06906. 
Phone orders: 212/391-8455. 


Remote counter 


K-Tron Arizona Inc. introduces the 
Remote K-Coin Coin/ Currency 
Counter & Weighing Scale for appli- 
cations including amusements and 
games. This remote version is specially 
designed for permanent counting 
facilities. 

The scale features speed of counting, 
and therefore, increased security. The 
scale can be run from a wall outlet full 
time or on a charged battery. The 
standard capacity is 66 pounds, but 
other capacities (6, 13, and 33 pound) 
are available on special order. 

The K-Coin is a rugged solid-state 
design and has no moving parts within 
the scale mechanism. The weighing 
platform measures 123 inches long by 


9 inches wide by 5 inches high, and the 
remote readout display measures 7/4 
inches high by 9!4 inches wide by 54 
inches deep. A 10-foot cable connects 
the platform and remote readout. 

The scale features single coin, multi- 
ple coin counting, and dollar bill 
verification. The C-Counting version 
provides programmable slots for 
tokens if the multiple coin feature 1s 
not wanted. The scale features a coin 
accumulator memory and accuracy of 
+/—4 coins in 2,000. 

A self-contained portable version 1s 
designed specifically for route opera- 
tors who require counting at other 
than central locations. In addition, a 
heavy-duty plastic scoop is available 
as an option. 


For 
K-Tron Arizona Inc., 7955 E. Redfield 
Road, Scottsdale, AZ 85260. Phone 
602/991-0990. 


more information contact 


Bag a prize item 


Special bags for tokens are available 
from Business Builders. These bags 
can be used for special promotions, 
prizes, or just as a way to package 
tokens in $5 and $10 quantities. 
“Many game center operaters 
requested some type of container for 


tokens to be sold or given out,” 
explained Carol Kantor, president of 
Business Builders. “I’ve researched 
many different types of bags and con- 
tainers that are available ranging from 
15 cents to $3 in price. There area large 
variety to choose from, but I have 
selected just a few that are better for 
this application to include in the Busi- 
ness Builders line of promotion pro- 
ducts.” 

The economy bag and a premium 
leather bag are offered. 

The economy bag is 3 inches by 4 
inches unbleached cotton fabric witha 
drawstring and easily holds up to 50 
tokens. Its price starts at 15 cents each 
for a minimum quantity of 1,000. 

A custom imprint of the location 
name, token design, or other special 
design like “Bag of Fun” or a logo can 
be added to this bag. They are also 
available with a mailing tag sewn in for 
other promotions, such as, mailing 
wooden nickels in a bag to potential 
customers to be redeemed for tokens 
or other promotion items. 

The premium all-leather bag is a 
little larger in size, 3'4 inches by 5 
inches, and is made of a soft glove tan 
leather in black, brown, or a natural 
color. The /eather bag can hold 100 
tokens and can be a gift or prize item. 
The leather bags can be printed in 24 
KT hot stamp’ or blind embossed. 
They may be especially good for the 
coming Christmas season. 


(1 to r) Special Bags for tokens: Economy 
bag, Economy bag with mailing tag, 
Leather bags in black and natural color. 


For further information on these or 
other token containers, contact Carol 
Kantor, Business Builders, 10381 S. 
DeAnza Blvd. #209, Cupertino, Calif. 
95014. Phone: 408/446-4400. 


Read the industry survey in the Nov. 15 Play Meter. 
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THE LAST WORD 


The song doesn’t remain the same 


So why should the game? 


By David Pierson 


n a recent issue of Play Meter (July 15, page 80), an 

operator in Wichita, Kan., Ronnie Cazel, brought up an 

interesting point which should be seriously considered 
when talking about speed-up kits and their alleged infringe- 
ment of video game copyrights. 

Cazel said: “It’s hard to mention copyright to an 

operator because he really doesn’t understand (it). He 

understands it on music, that he can’t change (it). But it also 
seems that with music a guy doesn’t always play it the same 
way as it was originally written.” 

Mr. Cazel is right. For instance, the song “This Guy’s in 
Love With You” changes to “This Girl’s in Love With You” 
when a woman sings the song. And that isn’t a copyright 
offense. That doesn’t compromise the songwriter’s creation. 
And her changing the lyrics—even to the point of changing 
the title itself—is not construed as violating the sanctity of the 
songwriter’s creation. 

Why? Because the copyright owner is being com- 
pensated for his creation. The main purpose of copyrights i is 
to allow “the progress of science and useful arts,’ and that’s 
done “by securing for limited times to authors and inventors 
exclusive rights to their respective writings and discoveries.” 

Now the copyright owner’s “exclusive rights’’ do not 
mean he can dictate who can perform his songs or how they 
must be performed. Thus, a songwriter can cringe when he 
hears a terrible singer do a perfectly horrible adaptation of 
one of his songs. But all he can dois cringe. Legally, he cannot 
stop the damn singer from singing the song. 

By the same token, it can be argued that an operator who 
buys a legitimate game can make whatever adaptations (i.e. 
modifications) he deems necessary to promote “the 

“progress” of that creation in the marketplace. But at least one 
major video games manufacturer has been reportedly going 
around the country seizing original licensed games from 
operators whose only “‘sin’’ was that they modified the games 
with speed-up kits so that the games would remain 
commercially viable. 

Now, considering the ground swell of operator 
sentiment in favor of speed-up kits, it’s nonsensical that a 
major video game manufacturer who depends largely upon 
the continued goodwill of its customers would pursue such a 
nebulous cause. But, if the reports are true, one 
manufacturer in particular is doing exactly that with 
considerable success and apparently minimal backlash. 

~Why? Those who have been hit by these speed-up kit 
raids claim the video games giant is taking advantage of 
woefully disorganized operators. They say operators should 
be well-organized, especially since many of these operators 
have always made it a practice to buy only legal copyrighted 
games. But they point out no single operator has the financial 
wherewithal to stand toe-to-toe with the manufacturing 
giant on this issue. 


Now, since a fair determination of the speed- -up kit issue 
is in the best interests of the industry, and since a fair 
disposition of the issue can hardly be determined if only one 
side has the resources and the initiative to pursue the cause, 
what is the single operator to do? It is a dilemma. And one 
doesn’t like to think a manufacturer within the industry 
would try to squeeze his operators/buyers dry. But what’s to 
stop a manufacturer who starts looking upon his 
operators/buyers a as so many sheep that are waiting to be 
fleeced? 

Sadly, there’s no national operators’ association 
representing the interests of amusement game operators; 
for, if there were, that association would surely take up sucha 
battle. 

So the potential for operator fleecing | is possible because 
of the disorganization of operators nationwide. 

It is noteworthy that most video game manufacturers, 
with the possible exception of the aforementioned copyright 
extremist, have taken the position of looking the other way 
when it comes to speed-up kits and how they might infringe 
on their video game copyrights. The reluctance of other 
manufacturers to take part in such a squeeze play can be 
construed as those manufacturers’ belief that the well-being 
of operators is essential to the continued prosperity of 
manufacturers. 

It was probably stated best by a distributor, Bally 
Advance of South San Francisco, which, in a recent 
advertisement to the trade, stated: “To be successful, we 
must make our customers successful.”’ Those are good words 
that, if the reports of the speed-up kit seizures are true, the 
avenging copyright extremist should take to heart. 

Now, the position of a manufacturer who would try to 
squeeze every last advantage out of his buyers by pressing the 
issue on avery dubious interpretation of the copyright law, is 
no different from that of the performing rights societies— 
ASCAP, SESAC, and BMI—which adopted an operator-be- 
damned attitude when it came to their copyrights. The 
performing rights societies could get away with their hard- 
line stance because they really didn’t depend on the jukebox 
operators for their continued well-being. But can a video 
game manufacturer, no matter how big, adopt such an 
attitude about his customer base? Hardly. Unless such a 
manufacturer has intentions of dominating the retail (i.e. 
operating) business as well and seeks to create his monopoly 
by bankrupting all his potential competition. 

So, Mr. Cazel, you're right. Operators do not understand 
copyrights. But unless they are represented by leaders who 
understand their needs and those of the whole coin-op 
amusement industry, the copyright law could well be defined 
by the appeals of well-financed monopolists to federal 
judges who haven't the slightest understanding (or interest) 
in the coin operated amusement industry. 


Ss @ @® S 2BFO]FFBFF2Fs WWF B3BBB2FB2BFBSD DWE DWIOFQWeeeteosswesv e222 = ® @® 2 2 ® @2 2] 2 @ 2] 2 2 22 2 tft 2 2 2 222 2 2 2 2 2 22 2 2 2 2] 222 @ 


ROM THE : MASTER DESIGN ENGINEERS ( 


Pe. a tk 


Sega Enterprises, Inc., 2029 Century Park East, Los Angeles, CA 90067 TLX 688433 ©1982 Sega Enterprises, 


4" 
m) 
a9 


| 


Le 
¥ . 
a, _ 
- 


SEGA ENTERPRISES, INC. GREMLIN INDUSTRIES, INC. SEGA ENTERPRISES, LTD. — SEGA EUROPE, LTD. 
2029 Century ParkEast 16250 Technology Drive _ #2-12 Haneda, 1-Chome §—s-: 15 Old Bond Street — 3 
Los Angeles,CA 90067 — San Diego, CA 92127 anes. Ohta-ku, Tokyo, Japan =—s Mayfair, London, England — 
(213) 557-1700 (714) 485-0910 : TLX 781-22357 W1X 3DB, TLX 851-25512 © 
TWX 688433 _. TWX 910-335-1621 . Beye 

shops © 1982 SEGA Enterprises, Inc. 


